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NOW AVMLAEU FROM PkGE 6 .... 




With so little software now being released for the XUXB machines we are pleased to he 
able to bring you some new software from Germany where the Atari 6-bit is still going 
Strong. We have selected the following from those ottered which we believe represent a 
good addition to the software that is stitt available in this country. As Atari software 
does not nowadays self in sufficient quantities you won 't find any fancy packaging but 
these are presented quite adequately. What is more important is that there are still 
companies writing for the XUXE and H is up to us to support the better products. Lei's 
see it you Still want new software. 

Sadiy for cassette users, alt these programs are on disk only but we wilt do our best to 
took out for new and worthwhile software on cassette in the future. 



GLAGGS IT! 



Let s face Jt, none of the big boys who write lor the ST are going to translate 
their big hi Is lo the 8-bit so it is a great joy to discover this version of K LAX, 
one of the recent big ST hits. The concept is simple, the addiction total and 
the challenge progressively harder. What you do is collect various coloured 
tiles as they fall through uertical chutes and then arrange them in Glaggses 
piles of the same colour and of a number predetermined at the start of the 
level. As Ihe game progresses so more colours are introduced, the tiles fall 
faster and you need to think and plan ahead as fast as you can. 
KLAX was one ol this year a early smashes on the ST and GLAGGS IT! is set 
to do the same on the 9- bit Prepare to become addicted! 



DISK ON 



PLA YERS DREAM 1 

Another thinking challenge that became a big hit on the ST was PUZZNIC and now 
this top game come3 to ihe a- hit In |he form of PLOTS., one of two games on this 
disk Another simple concept, yet a challenge that will have you thinking hard If you 
want lo get beyond the early levels. In PLOTS yt?u tire a coded block a1 a pile of 
others, either directly or by using (he walls of the play area for angles. In an attempt 
to match like cubes, You have £ set number of matches lo make on each level and 
as Ihe game progresses you must think very carefully about where lo place your 
cubes. Hitting a like cube, or a row ol such cubes, eliminates Ihem and causes 
others above 1a drop in iheir place. Sometimes it helps, somelimes it makes iL 
impossible lo continue. You have to think very carefully. Another ST smash comes 
to the 5- bit! 

P.S, When you need a rest there s a great ski game on this disk as well, mind ynu 
thai one s quite tricky ps well! 

disk: on 



TAIPEI 



As a change from the hectrc life of alien blasting or quick reactions, there is 
nothing better than a good game of solitaire, whether with cards or something 
else. One of the more challenging solo games is Taipei, which uses the 
oriental Mah-Jong tiles lor a solo game which involves matching similar tiles 
according to some simple rules. Only tiles which can be slid out to left or right 
may be matched and the challenge lies in selecting the correct pairs of tiles so 
that the various layers can all be revealed. This is another game that has been 
popular on the ST {I have a PD version on my hard drive which gets played 
whenever I need a rest from hard thinking) and this is a great version on Ihe 
B-bii, Several different game options will keep Ihia game interesting for many a 
year. Ideal for those times when you want to relax yet keep alert - maybe late 
into the night? 

DISK ON 



RUBBER BALL 



It's not often that a truly original concept comes along, most 
games are just variations on a theme, but we have never 
seen anything quite like Rubber Ball!. You start with a small 
super bouncy ball on a platform at the top of the screen with 
which you must pick up various objects on other levels way 
down the screen. You can move the ball from side to side 
but in order to bounce onto the different platforms you must 
keep the ball bouncing, either off of Ihe walls or by dropping 
from great heights, As you bounce down from each platform 
the whole screen smoothly bounces revealing parts of the 
screen normally out of sight. The ellect Is quite hypnotic! 
You must keep the ball bouncing at all times and you must, 
at all costs, avoid the spikes and chewing gum dotted 
around which spell disaster. At first it seems quite simple 
hut this is # game that ends up as a serious challenge both 
In manipulating the ball and in working out where to go 
next. 

Truly original .„ truly challenging „. a great new Atari game, 

DISK ONLY £9.95 



INVASION 



We could have picked some simple blast em games but 
with many of these around in Ihe public domain we wanted 
something wilh a Utile more challenge to otter you. In this 
arcade game your objective is to build a bridge lo enable 
your tank division to cross into a hostile area. You have an 
attack helicopter which can also carry sections of the bridge 
and you must locale these sections and carry ihem lo ihe 
river while fending off attacks from enemy copters. Timing 
is of the essence as waves of enemy copters attack both 
before you locate ihe bridge sections and as you carry them 
to the river. Later, enemy planes will drop bombs by para- 
chute and you will have to destroy these before they reach 
the bridge, 

Invasion is a nice little arcade game wilh Iots ol challenge 
and a good objective - and just a little different from the 
usual. 

DISK ONLY E6.95 



ALL PROGRAMS ARE FOR ATARI XL/XE MODELS ONLY 

ORDER FROM THE PAGE 6 ACCESSORY SHOP, P.O. BOX 54, STAFFORD, ST16 1DR 
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'The magazine 
for the Dedicated 
Atari User' 




DROIDZ! 



SUBSCRIPTIONS 

Annual subscription rates {€ issues) 

UK £12.00 

Europe (Air Mail) £15,00 

Elsewhere (Surface) £15.00 

Elsewhere {Air Mail) £21.00 

Overseas rates reflect only the difference in postal cosls 

NEW ATARI USER ON DISK 

A disk containing all ol the 8- bit programs 
from each issue of NEW ATARI USER is 
available either separately or on subcrip- 
tion. Single price £2.95 per disk, Subscrip- 
tion rates. (6 issues) 

UK £25.00 
Europe £32. DD 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages its readers lo 
submit, anides. programs and reviews for publi- 
calian. Programs must be submitted on disk or 
cas&Glle, articles should wherever possible be 
£u"jr-itlud as 1ex1 1iIbs on disk. We seek to en- 
courage your participation and do not have sliicl 
roles For submissions II something interasls you, 
write a program or article and submM il! Appropn- 
ale payment will be made for all published prog- 
rams, and articles, all payments being made at Ihe 
end ol the second month shown an ihe cower Dt 
the? is^je concerned. 

All original abides, programs and oiher material 
in NEW ATARI USER is copyright ol the author 
as Orediled .A I uicrediled material is copyright 
PAGE 6. Unless containing the by-iine All Fi ignis 
Raierved' any material in NEw ATARI USER 
may be reproduced by Use' Groups and olher 
non-pfolit making organisations provided thai the 
author's name <s included and PAGE 6 is crediied 
as the original pjblisher Permission to publish 
ylnewlere should be obtained frorr PAGE 6 or 
the aulbor. Editors al newsletters reproducing 
material are requested to send a copy al Ihe 
relevant issue to the Edilanal address oF PAGE 
6. Will si we lake whatever sleps we can Id 
ensure the accuracy of articles and praqrams and 
the contend of advertisements, PAGE 6 canncl 
be held liable for any errors or claims made by 
advertisers. 



ATARI 
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atari Corp. 



s a registered trademark of 
All references should be so 
noted. NEW ATAHl USER is an independent 
publication and has no connedion wilh Alan 
o<r with any other company or publisher. 
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THE CREDITS 

All Of the usual stuHis on page 3 but here are 
the people who made ihLs issue possible. 

Lea MtBjgt— I is si ill mirvtrtitt but having a 
hard time this Issue trying to thtnk of something 
to say in these creel Itsf 

Study cirries on as usual paying the hills, get- 
ting the. ads. and running round the office trying 
Lo keep up with E'aulrtte 

Paidctte is simply woritlerfiill Everything she 
does is perfect and all the marvellous Ideas she 
has come up with have made it bo much easier 
tor us. [| is amazing to have someone reallv 
excellent around the place, goodness knows how 
we have coped so far without her. fTlvere we arc, 
a little hii of praise arid flattery and we can gel 
out of giving her a Christmas homisD 

The Regular Contributors, who provide the back 
boueof the magazine and can generally be relied 
upon to come up with good articles arid reviews, 

are .,„ 



John S Davison 
John Sweeney 
Damon Hownrth 
Dion Guy 



John Davison jjr 
Paul Rl JEQI1 
[ail Finlayson 
The Tipster 



Bue, Peter, thanks for (he column 

All olher contributors for this issue are indi- 
xaduaLry credited alongside their articles or prog- 
rams. Thanks to everybody for sharing their en- 
thusiasm with other Atari users, 

The cover photo is one of I hose late decision 
tilings that hasn't been decided yet. Most prob- 
ably 11 will be a screen shot of Lhe main game 
this issue, if not we'll let vou know the details 
next time. 

Well ivho dn you ihink provided the insp<ra.tior\ 
this time? Have a guess. Yes, (hoi's right. Van 
Morrison. uet again with a superb double CD thai 
took a while to get into {if a fong!) but has turtittf 
out to be of the usual excellent Standard. Talking 
qf excellence, therv was also Ndnci Griffiths with 
arw«rW_fW set fcapeeiallu Doivtt and Out}. 
Others include Mary Black, nol aetj'ullu appreci- 
ated as the CDtS playing up. Billy Bragg with a 
mix of fine and W! so fine stuff, and Dire .S; ■ 
which I nearly didn't faun. It turned out to be 
much better thail expected and Includes a COitple 
oj tracks that are exactly ivhat The Nottittg liillbil 
ties should haue been, Latest additiotl in Marc 
Almond (what!} 'cos Jiickg is excettent (come ot\ 
then, how many of you haue heard qf Jacques 
Brel?j but the rest of u doesn 't quite match up 
although The Dags qf Pearly Spencer comes dose 
futho remembers that?,. 

The next issue of NEW ATARI USER could 
feature TOUR article or program, 
so SEND IT 1ST NOW! 

PAfiH A dtftwi jutt what <k>u tart da with your Atari. A'KW 
ATAM VSEM has alvapt been created entirely *iih Aim 
i-quipm* iL initially ,im the XI. but more tateiv with a Mega 
ST an* other fluff. nfn> nerdu w Mart) With the 
exception nf the Una! ttutpui m T u J.rjTiWriur «rtd the u\r />/ an 
in-hativ rrprn rum, >„ /W the p!i»t„- ( .r„l dsHnas ev,-n<ir,i K 
is tfone mi the ST Hardware inciudei a Mega ST2 < upgraded 
to 4Mb), SMi2$ Monitor, Supra .itiMb Hard Disk, an \um 
IjHiT Pri^r, ( tfiztn lUlf printer PhiUpj CAWJJ ttwaitm: 
t.W.XK, XfSSl riU driwe. AW dint drier. H50 interface, NEC 
M2.i printer, Principal software used is fr„terl and I !,-, ; 
Strwt PmWtkrr Other laflwarv itwtiate* Hermit, Tart, 
Tali, Turbo Kasu and various custom written programs nn 
lhe Xi.-Xfi, Artietc.i and pragmm* submitted Oft XLfXF. ditis 
are iithfeeted io varietur euUtm written program before 
being tram/erred acra%\ ft, the ST via TARH'AiJi. All major 
rditing fa dan* with Pretext and pages utr laid out with Fleet 
Strut Pabhxhwr. A disk with the finished paxes as, Pwu ript 
files ix sent to rt tvpehelting hurfou lo be aaiput on a Unairan 
and. hfy prvtfa, finished jpw^ are tent hack exactly as jau 
■ii ihtta. l\ realty dnn nt, r i: \Sl that is faff ji It> amp in the 
wmttmgt and photvt. 

» elt, it's Mnt V irile as easy a% fttut but you get the idea.' 



PARCELFORCE or PARCELFARCE? 



T T a^ing an editorial column in a magazine gives mc an opportunity, not shared 
by many, to express views on all sorts of subjects. In the past I have tried to 
A A comment only on subjects relevant to the world of Atari computing but there 
comes a time when it is pertinent to mention matters that have only a slim bearing on 
tile subject to whieh this magazine is dedicated. This Issue I would like to share with 
you some experiences of an organisation that every one of you comes into contact 
with to a greater or lesser degree - the Post Office lor Royal Mail Letters and 
Parcelforce, as they have spent millions of pounds changing their name to). 
I wonder how many readers have had cause to complain about the postal service? 
Certainly one of our customers In Sheffield is not too happy. He ordered some 
software from us which we duly despatched. A few weeks later he phoned to enquire 
whether It had been sent and we duly sent another parcel. Again this failed to arrive 
so we sent it again, this time by recorded delivery. A while later the first two parcels 
were returned, one marked no such number' and the other not called for. The 
addresses on these, and on the third parcel which arrived, were identical. The 
customer says that he had never been notified dial there was a pareel awaiting 
collection. The Post Office claim, of course, that a card was put through the custom- 
ers letterbox, but was it? We had a similar experience a while ago when a pareel failed 
to arrive. 1 telephoned the sender who, luckily, had sent it by Trackback\ He made 
enquiries and was advised that it was awaiting collection at the sorting office since I 
had not responded to the advice card, I had received no such card. A trip to the 
sorting office resulted in the discovery of about half a dozen other Items, mostly 
overseas registered letters, which had never been notified. Some of these were over 
two months old! 

Flow- about some other examples f >| the service provided? At fairly regular intervals 
our first post is not delivered and we have to wait until lunchtime before we can begin 
work for that day. As we try to despatch orders on the day they are received, this 
makes it rather difficult to complete the day's orders in time for the afternoon 
collection which, although scheduled for a set time, is often up to an hour early! 
Minor Irritations include our morning's post being left propped up outside the front 
door on a day when I was away simply because the postman couldn't be bothered to 
remove the elastic bands. The lunchtime post was duly deli% r ered by. presumably, 
another postman who had to step over the post which still lay on the doorstep t 
Last issue I had to leave out one review because a disk posted to us by First Class 
post on a Tuesday arrived on Saturday, the day after the artwork had to be sent off. A 
couple of weeks earlier, I was sweating hard to complete the typesetting because two 
columns, posted I'irsi Class on a Thursday had not arrived by the following; Tuesday. 
It was a Hank Holiday weekend and the Saturday delivery failed to materialise. 
Naturally nobody at the sorting office was answering the phone and at lunchtime on a 
Saturday they all go home. Of course, there was nobody there on the Monday. 
Tuesday's delivery arrived on lime but the disks were not there and a check ol the 
postmarks indicated that those items due to be delivered on Saturday were not there. 
At this stage 1 was more than a little annoyed and so went down to the sorting office 
only to be told that the Saturday post had been delivered or that we had not had any 
post that day. Getting nowhere I asked to see die supervisor and, as politely as 
possible, explained the situation and mentioned that there must have been post for 
us on Saturday since two items were posted First Class on the Thursday and, if they 
had not arrived the next day, should have arrived on the Saturday. Now ! was under 
the impression that First Class post should arrive within two working days. Mot 
necessarily' I was toldf Anyway, to cut a long story short (and it was a long story), 
after demanding that they look for the missing post, lo and behuld, it turned up after 
a half hour search on somebody's desk! I was more than peeved lo discover that, in 
addition to the two missing disks, there was also a parcel of books worth over £200. 
What would have happened to these had I not known for certain that there was post 
that had not been delivered? 

The saga continues, bul now begins to get boring so I will not labour on. Let's finish 
by mentioning that at least a dozen subscription copies each issue never arrive and 
many others are late. If you are one of those who have to wait until Saturday to 
receive your copy (they are posted on a Monday) you might like to know that we have 
a subscriber in Italy who always phones us on the Wednesday (yes two days after 
despatch!) with an order! 

And I hey keep raising the prices, l he mind boggles. 



\%iue 53 ■ New Alar i Ui 



MICRO DISCOUNT 

for Atari 8-bit spares and repairs 



DISKS 


r-i 5 SUike Eagle 


Silpnt S^rTicc - 


Moon Shuttle 


Trivial Pursuit 


Night Mission Pintail 


Koroma Rill 


Whom per Stamper 


DfQfBfiM 


Hacker 


Ghost Busters 


Zaxxon 


Co nan 


Action Biker 


Star Wars 


Hell Cat Ace 


Onas mndo 


1 .HFiRr Hawk 


Tomahawk 


Bop 'n" Wrestle 


Infill Mior 


Hawkojuesl 


Drukl 


Kennedy Approach 


Gauntlet 


Ballblarer 


Mercenary 


Deeper Dungeons 


Spindizxy 

C rumble's Crisis 


Smash Hits VUl. 7 
Qguldjerdash Conslr. Kil 


Prepple 1/2 
Aouse 


Nibbler 


Spy vs Spy 'Trilogy" 
Domain at the Undead 


Blnckaboo 


Bandits 


Assault Force 


Gl. American Road Race 


Alien Ambush 


Racing Car Destruction Set 


Chess Master 2000 


Alternate Reality (City) 


Alternate Reality (Dungeon) 


Auto Duel 


Nato Commander 


Conflict in Vietnam 


Crusade in Europe 


Decision In The [>eserl 


Zflrk 1 


Voodoo Castle 


Visicalc 


Newsroom 


Movie Maker 


Printers Dehqh: 
Mnnnmisil 


Bookkeeper 


Video Title Shop 


Mind Ma^es 




TURBO FORMAT: HIGH SPEED TAPES 


Atari Chess 


Titan 


■nrnnhHwk 


NinjB Commando 


Draconus 


Cavernia 


Beta Lyrae 


Heartache 


Thundertos 


Gauntlet 


Ace of Aces 


Hawkquest 


Mission Shark 


Blinky s 


Stack Jp 


Mountain Bike 


Jocky Wilson's Darls 
PainlWrd 


Las Vegas 


TurtM Basic 


Atari Writer Mk 2 



XL/XE ROM CARTRIDGES 



River Raid 
Typo Attack 
Rescue 
Star raiders II 
Hero 

Food Figh1 
Battlezane 
Miner 2Q49er 
Air Ball 

Crystal Caverns 
Galax ian 
Kaboom 

Missile Command 
Fight Niqht 
Pitfall 



Hardball 
One on One 
Lode Runner 
Wizard ol Wor 
Crossbow 
Karateka 
Eastern Front 
Archon 
Moon Patrol 
Sky Writer 
Pitfall II 
Beam Rider 
Pacman 

Rally Speedway 
Ace ot Aces 



Necromancer 
Adventure Creator 
Micro Filer 
Barnyard Blaster 
Joust 

Master Type 
Delender 
Midnighl M bit] it 
Desert Falcon 

Rail Rlarsr 

Into The Eagles 



Gato 

Zone Ranger 
Flight Simulator II 



BOOKS 



Easy Programming 
De Re Atari 
DOS 2.S 



Electronic Computer Projects 
130XE Handbook 
Hacker Book 



SPARES 



1025 RIBBONS: 1020 PENS.' 
PAPER: 822 PAPER; POWER 
PACKS: JOYSTICKS: 1050 
DRIVE BELTS: KEYBOARDS 



HARDWARE 



1305CE COMPUTERS: 
BSD INTERFACE: LIGHT 
PENS: RECORDER TURBO 
LOAD CONVERSION KITS 



Alt of the listed items are available on Mail Order only from 

Derek Fern, Micro Discount, 265 Chester Road, Streetly, West Midlands, B74 3EA, England 

Large S.A.E. for price list. Tel. 021-353-5730 FAX 021-352-1669 



XL/XE SOFTWARE 



SPECIAL CHRISTMAS OFFERS 

EXCEL No, 8 (Christmas Issue) out now 
ONLY £1 TO FIRST TIME CUSTOMERS!!! 

Excel No, 9 IS OUT JANUARY 1st at £3.99 
3 Issue Subscription only £11,99 

No's 1 - 7 of EXCEL available at £3 each 
or £16 for all 7! Sine £5! 

DISKS STILL AVAILABLE AT £7.99 EACH 

Drag. Sogarv D red is/ Obi it mid Zador/ Techno Ninja* 
Tqbot & Bros* Cultivation & Chromatics/ Zebu Land* 

NEW TITLES!!! 

Pungoland Bomber Jack/ Ash id o 

• =. Enhanced Density drive required!! 

TAPES STILL AVAILABLE AT £2,99 EACH 
Amnesia/ Col out-font/ Tile Trouble 
Zggon & Space ball/ Triad & Xevious 

All from: 

ROBERT STUART, 21 STRONSAY WAV, BROOM LANDS, 
IRVINE, STRATHCLYDE, KA11 1HZ 5 SCOTLAND 
Please make all cheques/PCs payable to Robert Siuari 
Overseas add E1 postage 

PLEASE NOTE THAT THE MAGAZINE ATARI EXCEL ' 
IS CANCELLED. NOR MORE ORDERS! 
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TREAT YOUR ATARI THIS CHRISTMAS 
TO A RADIO TRANSMITTER JOYSTICK SYSTEM 

Our RADIO TRANSMITTER JOYSTICK tan b* usad at up to 3U feel 
I ram the host computer with OO connecting lead whatsoever! Set up 
your computer In the living room and control your games from the 
bottom of the garden - uh?1 Well, from your favourite armchair any way- 
Works with both the ST and XUXE machines, in facl any computer that 
uses Atari type joystick ports. 

Canny New Atari User Readers with an eye lor a bargain can obtain 
|hl$ Invaluable, technological, damn clever widget lar the amazing all 
inclusive price ol EiS 99. ATARI ST/XL/XE 

PRICE INCLUDES POSTAGE AMD PACKAGING 
ACCESS. VISA ORDERS - PHONE 0432 50S36 

CHEOUES POs - SEND ORDERS TO 
SQFT5CAN, PQ BQX 84, HEREFORD HR4 9YU 



TIGER DEVELOPMENTS 

present an exciting new range nf 8-bit softwa 



MISSION ZIRCON 

Battle through tidal waves. Jungles, the living caves and kilter strawbcrriM In |hks 9 
level horizonlally scrolling shool em up, torturing «nlm»1eci scenery and extra 
weapons lo buy CASSETTE/DISK £4,99 

PROGRAMMER'S WORKSHOP VOLUME 1 

This features uNIiIms Tor stonng up Id 12B live-cotour medium resolution screens in 
liltlen»n»ry DISKONLY £3.99 



PROGRAMMER'S WORKSHOP VOLUME 2 

This utilnv ill lows yr-ii m design and animate software sprites on a mod? 15 
Compatible with single screens dssigred with vol 1 DISK ONLY £3.99 

COMING SOON ... TARKUS AND THE CRYSTAL OF FEAR 

Send eheques-'Poslal Orders to 

TIGER DEVELOPMENTS. 26 MENZIES AVENUE, WALMER DEAL. KENT CTH 7QZ 
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ROBOTS 

Keep up the good work at 
New Atari User, Each issue 
is awaited with halted 
breath for the little ferns 
and tips to improve the use 
of my 800XL. My previous 
experience with computers 
had included a long love 
affair with a ZX81 and a 
brief encounter with beastly 
BEEBS at school , so to Start 
on a boot loading disk sys- 
tem was quite a step up. 
The fact that BASIC had to 
be booted to work, rather 
than just being presented to 
me as on other machines, 
helped me to widen my con- 
cepts of computers in gen- 
eral and having to root 
about for the functions and 
abilities of the machine hel- 
ped so much that I am now 
using my system to write 
Artificial Intelligence algor- 
ithms for use with the 
Robots I build and interface 
to the joystick ports. 
This year I am working on 
an intelligent, maze solving 
system for the third year 
study of my science degree 
and I can honestly say that 
I owe a lot to my Atari. I 
would recommend anyone 
to play with a robot at some 
time - they're great fun, 
completely ozone friendly 
and can cost as little as £20 
to make at home if you can 
use a soldering iron. Any- 
one out there interested in 
robots'? Write to Mailbag 
and let's hear from you- Or 
write to me at 1, Church 
Street , St. Mary's, Sand- 
wich, Kent, CT13 9IIH. I 
can offer some ideas, plans 
and software and would love 
to hear from anyone who 
can or wants to interface in- 
teresting things to their 
Atari. 

Andrew La kin- Hall , 
Sand wit h 

It's great when someone real 
ly gets to grips with their Atari 
and discovers new uses but 
isn't it strange when someone 
clever enough to write Artifi- 
cial Intelligence routines can 



do so without understanding 
even the hastes of the 
machine? Basic is built in on 
ROM arid what needs to be 
booted is the Disk Operating 
System, Try it without switch- 
ing the drive an, you can still 
unite those programs but can 
then only save them to tape. 
Here is a good frustration of 
why magazines such as this 
should always have simple 
articles on all kinds oj sub- 
jects, because what one per 
sort assumes fe common 
knowledge others may never 
discover, and a doesn 't matter 
whether you are a beginner or 
experienced user. That is why 
we have always encouraged 
readers to submit articles on 
any subject connected with 
the Atari. It's ail new to 
someone! 

BOOKS AND SAMPLES 

Can you give me any tips on 
how to go about sampling 
sound on my 800XL? f s 
there a simple way of doing 
it and how do you replay 
the digitised sound through 
the TV speaker? It must be 
passible somehow as sam- 
pled sound Is already used 
by fMgidrum and lots of 
demos. I know that this 
kind of question really 
needs a whole article de- 
voted to it so could you re- 
commend a book that cov- 
ers sound sampling on the 
s bit? 

Secondly I can program 
the basics id Basic but I'm 
interested In learning about 
VBI's, DLI's. player missile 
graphics and all the other 
wonderful things that my 
Basic manual doesn't men- 
tion. Is there a suitable 
book that could lead me 
into all these subjects gra- 
dually? 

Michael Hyde 
Rochester 

Sound sampling is perfect li) 
possible on the 8- bit but you 
need some sampling hard- 
ivare and, unfortunately. 



there is none that we knout of 
still available. 2 -Bit Systems 
produced Replay Jor the 8-bit 
which was used for the sam- 
ples in Digidrum and there 
was the Parrot sampler in the 
USA along with one or two 
others. I believe that Alpha 
Systems in the USA produced 
a book on using the Parrot 
sampler (or it may ttfive been 
another sampler} but it was 
never widely available. Other 
than this you might like to 
check out the Pedrokko disks 
in the PAGE 6 Library which 
are all samples and contain a 
number of text files giving 
hints on sampling sound. 
Without the hardware though, 
you ivon't achieve much! 

There has never been one 
single book to urtroduce you to 
all the aspects of the Atari so 
it is hard to recommend speci- 
fic tilles. Just get hold of any- 
thing you cart, magazines, 
hooks, anything! The best 
book that is still available is 
Your Atari Computer. Expen- 
sive bat well worth having 
and it covers most of the 
areas you mention. Easy 
Programming For Ihe Atari 
Micros is also good but 
doesn't go too deeply into the 
more technical subjects, De Re 
Atari is one thai you probably 
ivon't understand at all at 
first but which will be invalu- 
able once you. start more adv- 
anced programming and you 
should have a copy of Map- 
ping Trie Atari in your back 
pocket at all times (if you can 
find, a copy?), 

TYPO, WHERE ART THOU? 

I hope that you can help mc 
with a problem that I am 
having typing in the prog- 
ram Page 6 Writer from 
Issue SO? Firstly 1 notice 
that at the beginning of 
each line there are some in- 
itial letters,, what do these 
signify? I bave tried Incor- 
porating them in the prog- 
ram line but all this does is 
show an error message. I 
found that the program 
types in quite well without 



them but f feel that there ts 
something that I Should 
know about these letters. 
Another problem is that 
when I type "RUN' the list- 
ing will run and then it 
shows a data error in line 
1000. I have checked and 
re-checked the line and It Is 
exactly as the printed prog- 
ram. I am now wondering If 
the two letters I previously 
mentioned have something 
to do with this problem, I 
also notice that in the in- 
structions for typing in the 
program It says use Typo 3 
to check each data line but 
I don't know what it means. 
Can you put me right? 

M.J. Tester 
Brighton 

The codes at the beginning of 
our program listings are 
checksums used by tin- prog 
ram Typo 3 for you to check 
whether you have typed in 
the line correctly. You simple 
run Typo 3 before typing in 
your program and then as you 
press Return at the end of 
each line a code will appear 
on screen. If this code match- 
es that shown in the maga- 
zine you know that you have 
typed the line correctly. If the 
code is different, edit the line 
until the code matches. The 
biggest problem is that we 
have not published the Typo 3 
listing for a good number of 
issues due to lack of space, so 
this issue we are dropping 
one page ofMailbag so that 
we can Include trie Typo 3 list- 
ing once again. You should, 
find it nearby. Follow the in- 
structions and you should 
fiave the program up and run- 
ning in no time and you can 
safely type in alt the other 
programs from each issue 
knowing that the lines will be 
checked as tttey are entered. 

WRITE! 

That letter about TYPO & solved 
the. problem Of finding more let- 
ters for this issue ft MaLM>a# It's 
getting harder and harder tq 
find Interesting Letters to In- 
clude for various reasons. Most 
of what gets published h&B to be 
extracted from long winded full 
page letters, many of the letters 
we receive ask questions that 
require five page answers(T) and 
othtr* just aay nice thing* with- 
out saying anything Interesting, 
So help us out folks and write 
some short r straightforward let- 
ters that we caa publish for the 
Interest of others. Tell US some- 
thing, ask us some questions 
but keep It fairly short and 
don't put fifteen questions Id 
one letter- Oh, and by the way, 
stick MAIL-BAG on the top in big 
bold letters! Go to it! 
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TYPO 3 



NOW RESET PROOF! 



HOW TO TYPE IN THE LISTINGS 
AND GET THEM RIGHT FIRST TIME! 

OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



Here is an amended version of our TYPO 3 program which we recom- 
mend that all reader* use when typing in programs. This version is fully 
compatible wilh earlier versions but is now Resel proof so that if you 
press ihe System Reset key you will not loose the TYPO facility. 
If you have already lyped in TYPO ihe changes are shown in the panel 
below and can simply be added to your original program. 



WHAT TYPO IS ALL ABOUT 

The program listings in NEW ATARI USER are prepared carefully to 
ensure that they can be lyped in as easily as possible. Before typing any 
listings ensure that you are familiar with the use of the Shi It and 
CONTROL and INVERSE keys as outlined in your compuler manual. The 
listings are prepared to match exactly what you see on screen. By using 
TYPO 3 you can ensure that you type in the programs EXACTLY as Ihey 
are printed. Remember,, a single typing mistake may mean a program will 
not run, 

WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER begins with a 
special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO lo cheek that you have lyped each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING 
PLEASE DO SO NOW. The program can be used as you type in each line 
of a program or to check an already typed program. The code far each 
line will match but If you have problems check the control characters 
shown In your manual, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check whether a line has been 
mi&sed so if the TYPO codes match and you Still have problems in 
running a listing count the lines in the program and ensure none are 
missing, H the TYPO codes match, there are no missing lines and the 
program still does not run, LIST it to cassette or disk using LIST "C:" or 
LIST ,- D:tileneme H n swlich otf the computer, re-boot and then ENTER the 
program using ENTER "C:" or ENTER "D filename". Save this version In 
the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully inr although you can use TYPO 3 to 
check itself (see 6 below) it may not work il you have made 
mistakes. 

2. SAVE or CSAVE a copy Of the program. 

3. Each time you want to type in a program listing RUN TYPO 3 first- 
The program will install a machine code routine In memory and 
then delete itself. Now type in a line as shown in the magazine 
excluding the first two letter code and press RETURN. 

4. A two letter code will appear a! the top left of your screen. If this 
code matches the one In the magazine carry on and type the next 
line Note, the code will not match H you use abbreviations. If you 
prefer lo use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN. The code should now 
match. 

5. if the code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat if necessary until the codes 
mafch , 

6. To check a Hue you have already typed LIST the line, place ihe 
cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can type in a program without using TYPO 3 and then check It 
by SAVEing or CSAVEing a copy of the program, running TYPO 3 and 
then LOADing or CLOAQing your program and proceeding as in Step 
6 above. 

Always SAVE or CSAVE a program belore running it and always use 
TYPO before telling us that a program will not run. 



CP e rem t» 

he 1 pen a 

ST 7 REM It 

EL 3 HEM n 

SF * HEM a 

ME 5 REP It 

UP 6 REP B 

ZVt ? REM H 

EE a REM tt 

OA 3 REM W 



TVPft IXT » 
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ANTIC Magazine *> 

Updated by ftlet t*nson B 

And Riphail CipinD Hi 
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AV 18 HEM 

SC 1R8 GRAPHICS a 

FK 11* THAR 5*8: FOR £-1636 TO 17*1 IREAD A 

I IF AO IN T (A3 THEM POP IQOJQ 58« 
KM IIS CK=CK + A : POKE I , A tREKT X 
CC 12 A if etc O 3*765 THEM T "error in data 

5t4ten*ntS - Chech Typing*' tEHA 
VM 138 ft^USR C153S.3 

BH 135 POKE »,3:FnKE 2,1: POKE ! ( fi 

ut 14B ? : t "tvpo III is up and running**! 

■ 

H£U 

BH SSR IF PEEK<1*S)=6 THEN ? "HOT ENOUGH 
DATA ST ATEHEMTS PLEASE CHECK LIMES 

188* TO !310":ERD 
GS SIR E RRL I HE- P E EK ( 1 831 * 23SWPEE K El 0 4 3 J E R. 

RNUH=REEK C1821 
JO 1ZR T "ERROR TH STATEMENT ■■ | ERRHUH+1 ; » 
IH THE FOLLOWING I_1ME ,+ 1 T iLIST ERRLIN 

E 

OA B38 END 

HA 1BBB DATA ISijSj IRS * I*i 3 , 2S1 j 67 

ii 4, ieis data «4»,a,2Hj»««zaRjitt*36>»* 

OB 18Za RATA 2 42 , 76 , 2 AS j 167, 7 ? * IS 3 , 26 , % 
RJC 1*3* RATA Z»l,l»9,fi f lSi.3«,].ltZ f l 
RH 1*4* DATA 187, R, 226, IS?, 73,6. 232, 224 
TO 1RSR RATA 15, 208, 245, 16*, f 3,141,63, 6 
KC 1868 DATA L6>,l,14itMpe.l?*i^W 
Ell 1B78 DATA IRS, 8,1*1,**, 6. 17*, *> 21* 
BK 1RBB DATA IRS j «, 14,1, fRjS, 16?, RrlRZ 
KK 1*9* DATA 3 , 1*1, 2*3, 2RZ, 16, 2S1 , 96 t 8 
ZR 118B RATA • * R ■ 8 , 8, • > R p 8 , 8 
LR 1118 DATA *,*,*, 0,8, 0,32*74 
JH 1128 DDT A 6,8,72,201,155.248,56,138 
TV 11SR DATA 2R3, 133, 2R9, 136. 72, 169,8 rl" 
TH 1148 DATA £8 6,182., 8*18,3 0, 20 0,6,28* 
HF 1158 DATA 144,7,24, 1*1,283, 144,2. 238 
RL 1168 DATA 268 ,2 82, 2 R6. 237, 133. 287, 24. t 

TH 1178 DATA 284,181,287,133,284,186,286, 
181 

AH 1188 DATA 288,133,285,165,286,185,8,13 

3 

KH 11S0 RATA 2R6,1R4, I78,iR4,4B, US, 72 
NR 12R« RATA 152,72,162,8,134,287,134,268 
GF 1218 RATA 166,24,6,284,18,265,36,20* 
EA 1220 RATA 38,287,38, 28*. 66, 165, 2*7, 233 
TH 1218 RATA 164,178.165,26**233,2,144,4 
SIC 124* RATA 134, 207, 133, 2RR, 136, 286, 227, 
162 

CB 1258 DATA 8, 165, 2*7, 133,264,165*268, 6 
KH 1266 DATA 284,42,281,26,144,1,233,2* 
MB 1278 DATA 238, 284, 2*2,288,242* 133*285, 
IRS 

EC 1288 DATA 178, 145, 6* r 2*8. 172, 48. 2*6,24 
7 

HU 1278 DATA 165,284, 1*6, 166, 1***3, 145, BO 
BA 138* DATA 165, 29$, i * . 165, 16 L . ? 68 , 145, 0 
6 

HO 1310 DATA 32, 6S, 6,184,168,70, 163, 6 



TYPO 3 - IMPORTANT 

TYPO 3 now has improved error checking routines when typing 
the listing in. Save the program first! When you first run the 
program mosl typing errors will be indicated on screen, Amend 
ihe line shown and save the program again before running it. This 
is important since TYPO will delete itself when suceesslully run 
and you will lose the program unless you have saved ill 



XL/XE TYPE-IN 




Your mission, should, you decide to accept it, is to 
guide your small group of rocket-assisted droids 
through four screens guarded by repulsive, grin- 
ning alien blobs. Being bottom-oj -the- range models, the 
droids do not take kindly to contact with the aliens, the 
walls, or the girders. Also do not let them fall too Jar or 
run out of fuel. 
Fuel can be obtained from the pinkW petrol pumps. The 
objective is simply to cross to the right hand edge of each 
screen* which is not all thai easy! There are three 
difficulty levels, selected from the title screen, and com- 
pleted screens can be skipped when you start a new 
game. 

Just a simple, fun, arcade game. Enjoy ffl 




BY 

JOHN YOUNG 



EX 
HU 
RO 
KK 
EC 
BF 
EO 
H H 
HI 
JS 
FU 
YB 
QB 
MT 

CM 
HQ 
RT 
HM 

RL 
*Z 
WF 

EL 
Lin 

OF 

J 8 

HO 

IX 

AN 

■i 

HJ 
FC 
NX 
LN 
5A 
AT 

sa 



CU 

zt 
ZJ 
SB 
UK 
SH 
TO 

SI 
Pfl 

NET 
GC 
ow 
PZ 
VH 
GK 
£S 



REM *H 
OEM * 
HEM * 

sen * 
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DROIDZ 
by 

John Young 

REM » 

REM * HEM ATARI USER - POT. 
REH H HHHH MMBMMMJ i MM M HMHHHHHUK l 



M 
* 

* 

1**1 * 



B REM 

Hi GOSUB 4000 : REM IHIT1ALISE 
20 GOSUB 4000 t HEM TITLE SCREEN 
30 GO SUB 4 4(10 f REM NEW GAHE 
48 GOSUB 4 760 i REM MEM SCREEN 
SO GOSUB 4500; REH DISPLAY BLOBS 
60 GOSUB 3900 : REM HEM LIFE 

69 REM "--FALL AT START 

70 RONE 53276, 0 

00 50UH0 O , 200-PEEK £15393 , 10, 6 
DO IF PEEK £53252} -ft THEN Oft 

99 REM ---MAIN LOOP' 

100 FUEL=PEEK £15403 : HUfl5 = "ttOfl" 

110 HUM* (4-LEN CSTR$ (FUEL) 3 3 =STR$ CFUEL3 

12ft POSITION 15,20:? flfi } HUMS 

130 HITD=PEEK £532521 : WIT8— PEEK C532603 I 

FALL -PEEK CI 5393 : XP05=PEEK (15 36 ) 

14ft If HXTD=B OR HITO-9 THEM FUEL=25«: 

POKE 154S,FUEL : FU=0 ; SOUND 1,0,0,0 

IS* IF HITD>1 AND HITD <6 THEN GO SUB 46 

8: GOTO 7O0 

100 IF FALL) 40 THEN CRP LG= ± 

170 IF HITD=1 AMD CRFLC THf H GOSUB 40ft 

; GOTO 700 

1BO IF HITBOO THEN GOSUB SOB l GOTO 706 
ISO IF XPOS-266 THEM GOSUB BOB [GOTO 40 
288 IF FUEL=0 THEN GOSUB 880 t GOTO 10 
210 IF FUEL <10i AND FM=* THEM FW=1 
220 IF FM>8 THEN GOSUD 300 
230 GOTO 1MB 

297 REM 

298 REM ■■IHMItMIBflTTlTTW 

£99 REM 

300 IF FW-4 THEH SOUND 1,65,1ft, ft 
710 IF FM=B THEN SOUND 1,00,18,0 
718 IF FM-12 THEN SOUHD 1,0,8,8 
336 IF FN-40 THEH FH=0 
340 FW=FH+1 
350 RETURN 
397 REM 
39B REM 

399 REM 

400 SOUND l,6,6,8lFM=OlP0XE 1530, 9 t DL = 
PEEK f 5603 +250*PEEK (8811 

41ft FOR 1=7 TO 0 STEP ~l 

428 PONE BL,I*tlB 

430 SOU-NO 0,70,4,0+1 

440 HEM T I 

480 FUR 1=0 TO 7 

460 POKE DL t I»lfi 

470 SOUMO 0*70,4,7-1 

#00 HEHT I 

490 RETURH 
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DROIDZ 



*C 497 SEN 
WK 498 REM 
SI 499 REM 

CJ 80ft SOUND 1 , 8 , 8 , 8 i FW"D ; FOR 1=19 TO 0 ) 

TER -8.6 
TM 510 SOUND e j 48+1, id, 14 
UM 620 POKE 704,120+I 
CB B3» NEXT X 

SL 548 FOB 1=8 TO IB STEP 9 , 5 
TP BB0 SOUND 0,45+1, IB, 14 
UP B60 POKE 784,1X8+1 
GJ 578 NEKT X 

RD Bfftt SOUND «,B,8,9IP0«E 7 04,134 
IT 898 RETURN 
50 597 REN 

on •»• ftcn «ni i ii ! BiiumHna 

SJ 899 REM 

ZD B«i SCORERS COR E+88*SKTLL 

ZK 81* IF SCREEN <NUMSCR AND SCREEM> HAXSKI 

P TMER MfiK9KIP=9CREEN 
RO B2B SCREEN^SCREEN+l 

JO 630 IF SCREEN} HUMSCR THEN 9CREEK=1 S SKI 

LL-5KILL+1 ! IF SKILL>3 THEN SKILL=3 
KT 84* SOUND Si fl, 8,8 ; SOUND l,8,8,0;FH=e 
ZM 850 RETURN 
SE 897 FfFH 
VH 698 REM OH 
9K 899 REM 

QB 7O0 PL=PMBASE4S12+PEEKC1537) ! POKE 1538 
,0 

00 710 FOR 1=0 TO 7 

AA 720 SOUND 0,&e-IM5 r ft,B 

HH 730 POKE PI +T,0 

LO 740 FOR D = 0 TO 1 5 i ME KT D 

GH 7S0 HEKT I 

IE 760 SOUHD 0,0.0,0:11 VIE S —t. IU E S - 1 
BC 770 IF LIUESCB THEM SOUND l,G,8,fl:GOro 
20 

POSIf XOH 19,20+LIVES:? B6j" " 
60 



UN 
RV 



788 

790 GOTO 

SF 797 REM 

MN 798 REM 

5L 799 REM 

HD 800 SOUND J,0, 0,0 

EZ 818 FDR 1=744 TO 711 

CB 828 C=PEEK(IJ 

EH 830 POKE 1 1 4S + C-IMT C t. / i b 1 *JL 6 

bt, B40 Hf K T T 

(J If BS0 FOR R = l TO 3 

VH 860 FOR T-Cl TO 14;5ETC0L0R 4 i 3,I:50UHD 

0 , 80 I , 19 , 9 rMEHT I 

KG 870 FOR 1^14 TO * StER -lsStTCOLDR 4,3 

.1:M)IJND rt.afl I.ifl^lNFKT I 

Kd 888 NEHT R 

RN 898 SOUND 0 r 0,0,OiRET U R N 

SH **3? HEM 

SN 993 REM 1 

1 J 

■J 
■v 

rffftfttT 



IK 


1000 


■7 


hd;" 


GL 


1010 


4 


«6i" 


GO 


1O20 




Ub ; " 


IB 


1030 


? 


bg ; m 


£1 


LD40 


? 


ttG .: " 


FU 


10SO 


9 


no : 


UM 


1O0O 


I 


HOj:" 


SP 


1070 




ttft; ** 


ss 


lttHU 




H6;" 


HJ 


1050 




a*;" 


GK 






HD;" 


KH 


n in 




Bbj" 


EC 


1 17(1 


+ 


HB ; " 


CT 


1139 


? 


HD i » 


GH 


1148 


? 


He;"' 


cz 


L L ':■ 0 




»6j " 


HC 


±160 


» 


»b; " 


DA 


1170 


f 


HBf " 


90 


1180 


t 


H6; ■■ 


JU 


1190 




HO;*'1 



-, Hnnmm»mKj 

Tfcilliiillij 



Minn mmC j 



"1 

■■; 
■■; 

■ ■ r 

■I 

"J 

■ ■ ■ 



RE Til 



GH 

GP 
Lf 
UU 
HA 
RA 
UG 
CL 
HH 
VH 
GO 
GR 



RN 

12 BO 
1218 
1220- 
1230 
1240 
1288 
1266 
1278 
1200 
1290 
1300 
1118 
OM 13 20 
HR 1338 
KG 13 40 
KJ 138 8 
VH 13 60 
OH 13 78 
VH 13BQ 
EH 1390 
RN 

CO 14#0 
HH 1418 
SX 142* 
HH 1438 
JC 144D 
1450 
1460 
1470 
1488 
1490 

1500 

1510 
1520 
1530 
1540 

1558 

IK 1570 
10 1580 
DF 1590 
RN 

1D80 
1618 

lDze 

it 30 
1640 
1650 
GH 1D60 
DP 1D7B 
MS 16B0 
PD ID 90 
KO 1700 
DH 171D 
Ufl 1720 
CM i77« 

an 1740 

KL 1750 

HU 1760 

LN 17 70 

MU 1780 

HH 1790 

RN 

KR 3897 

HI 3898 

KZ 3899 

3918 



UK 
SU 
SH 
TA 
TO 
GI 
BC 
PO 
(HI 
10 
1R 
IU 



GH 
Hi A 
XR 
Mb 
HJ 



«6; " 
HB J '* 

mi* 

HDI« 
HDJ" 
H6 ; " 
HD | " 
a 6 ; » 
HD | " 
8BI" 
Hh J " 

HB I 11 H 

ttBj" a 
us j 11 y 

»6;"H fc 
HB l "fel 

HB | " EjBSH 



LfcLLfcfcfcfch 
-i5< 



rtrtrnr i ih C 



"j 

"I 
"j 

"I 

1 1 1 

■'; 
"I 
M ( 
"» 

"; 



RETU 



■ 

i B » t »»»imum t3 

-t a 



HDi" 
HDJ" 

HDJ" i 

HDf" t 

bd;" iEf££3 

HB i " ifettJ 

«6;'- t 
hb; m i 

86J" ^ 
B6;" t 
»6i" t 
H6 i " 
BD ; 
86; " 
H8|" 
«6j " 
H6; " 
8b ; " 
B6j " 
|1 

HD;*" 
a6; " 
HDJ " 
H6; " 

«6; " 

Bb;" 
W6;"i T 

H6i"T T 
«6j"n -r 
HBj' 1 ! 1 
86J"1 
HD i "l 
H6J»1 

hd;"i 
H6;"n -i 
BD; 
BDJ 
BD % 
HD j " 

H6 ; J m nuit t O 



Li 



I N MIT cm 



H"; 

■| 1RETU 

Mj 
■■ . 

■! 

"J 
■ i . 

■■; 
... 

'•J 
■■; 
"i 
■■; 



M i 2 RETU 



Hf U LIFE 



TH 
FG 



REM 
REH 
REM 

RESTORE 3998 

FOR 1-1536 TO 1539 : READ ft;PGKt J, 
A : NEH T I 
TP S^Jya CRF!Q=0;FH-9 

OL 3938 POKE 53J<B, PEEK (15361 :PtiKC 704,13 
4 

KV 3940 PL=PMBA5E+512 *PEEK (15373 
LI 39SB RESTORE 6180 

KV 39D8 FOR I = PL TO PL + 7 i READ a : POKE I, A: 
HEKT I 

continued «* 
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PR 39 7fJ H I ~ IN T (l>L/25$l : L 0 = PL "HI*256 
ES 3980 POKE 204, LO: POKF ?05 f HI £ POKE 1538 
, 1 S RE TURN 

DH 3998 DATA 'jU, 14, a, ti 

KT 3997 (fEM 

flit 3 990 REM B30HI1T1 

LB 3999 REM 

HU 40D0 CiQSUB 5400:RTFLG=1 r G D S U 8 4800 : RTF 
LK=I 

CK 4010 Ctt^UB 500Q;P0KE 1538, U rfl = Q5B C2457 
03 

ZO 4020 GQSUO 5206 

AV 4025 GO Sue $300 

UK 4030 PMP=PEEKC106> B£PMBA5E=PMP*256 

Ztt 4040 POKE Iflfi,PMP 

JH 4050 GRAPHICS 17 

PH 4068 CHP = PHP + 4 3CMBAs£ = CHf>*Z56 

MR 4070 POKE 54271, PMP 

EC 4080 A=MJ5R fADR (RELOCATES! ,CH0ASEJ 

ZK 4040 GOSUB 4200 

FT 4100 RESTORE hi If): FOR 1 = 0 TO 7: RE At A : 

POKE 155B + I p A I MEKT I 

ZR 4118 RESTORE 4190 i FOR r=l538 TO 1544 I H 

FAR AlPOKE I,fl:«EKT T 

VJ 4120 DIM HUH* ( S) ■ HUffiC«i4 ! HAM^Iff = «: W 

IP=B : SKTLL=1 ! SCORE = 0 : HISCORE = D 

H(! 4 1511 POKE 623 , fl 

AO 4 140 RE TURK 

K5 4190 OA T A 0,0,259,14,08,48,200 

KE 4197 HEM 

JR i]?s REM ( I m*i Tfl :FiTi li=rM 

KM 419? REM 

LP 4200 RESTORE 4230 

CO 4210 TOR L = 24 TO 7i:RF_A[> A r POKE CHB A bt 

*I,ftiMEKT I 

MK 4220 RESTORE 6100 : FDR 1-72 TO S : fit AD 

a : P 0 K E CHBASE* I, A: MEfff I ; RETURN 

FV 4230 DATA 2SS,2SS,2Ji,*90,195,ZIl,255, 

255 

TI 4240 DATA 195,102,00,24,24,00,102,195 

BL 4250 DATA 00,60,60,0,50,60,00,0 

MC 42*9 DATA 126,67,67,1,27,30,36,36,126 

DB 4270 DATA 1,3,6,12.24,40,96,192 

CIV 420O DATA 1 Zft , 1 9* , 96 , 4 6 , 24 , 12 , 6 , 3 

Kl 4397 REM 

KQ 4399 REM 

UO 4400 *CKEEH=i+SKIP £ LIUES=3 ! 5C0RE=8 : FH= 
0 

OC 4410 GRAPHICS 17 S POKE 756, CHP 
AP 4420 POKE 553, 46 : POKE 51277,1 
UL 4430 SETCOLGfl 0,3,4! SE T t O L O R 1,1,6: SET 

COLOR 2,9,6:SETC0L0R 3,5,8 
HO 4440 POKE 1540,750 
Of 4450 RETURN 
KK 4497 REM 

FN 4498 REM ■ * W J^YgggCEg 

KS 4499 REM 

TY 4500 POKE 1530,0 

LM 4585 POKE 1536, 50: POKE 1537, 14 SPOKE 15 

38, 0 f CRFLG=B 
Ur 4510 A-U5R CADR (CLEARS) , PWP + 2 , 
HE 4528 RESTORE 5990+5CREENW10 
JX 4530 FOR B=0 TO SKILL "1 
RH 4548 READ MIN : POKE 1551+B, MlN 
YH 4550 READ MAK : POKE 1554+0 , MAX 
■>[ 4560 READ Y : PL-PMB A 5E +648+8*1 28+ Y 
E V 4570 D-lHf fRND C81 
04 4500 POKE 1548*8, D 

K A 4590 IF 0=a THEN POKE 1 545 * B , MAK ! POKE 

53249+0, MAK 
CO 4600 IF D = l THEM POKE 154 5+8 , MI H : POKE 

5-3249 + 8, Ml N 
65 4610 POKE 785 + 8 , IHT IflND C0J*16J»16+6 
MB 46?8 FOR 1=0 TO 7:P0KE PL + I . PEEK C 1S5 B + 

II :HEKT I 
CO 4630 NEKT B 
YC 4640 POKE 1538, 1 



h [ w m:rhe n 



BD 4650 RETURN 

KQ 4697 REM 

¥D 4698 0EH _ 

KH 46?? REM 

YZ 4700 ? B6 J "K" ; i GOSUB 800 + SCREE M* 2 00 

TG 4 710 POSITION 0,20:? so ; "GHBE3B HIE 

□■■ 

XK 472* POSITION 0, 22 3? »6 ; "313331]" 

PF 4730 POKE SKILL ; NUM^^-OOO" 

MC 4740 MUM* C 4 - L E N C S T R$ (SCORE 1 1 J = *TR$C5C-0 
RE3 

HT 4750 POSITION 6,20:? fJ6;NUH$ 

CK 4760 POSITION 0,22;? »& ; SCREEN 

UT 4770 IF LXUESZ0 THEN RETURN 

OE 4780 FOR 1=1 TO LIVES 

MN 4790 POSITION 19,19*Ii? H6 ; "0" '• NEKT Is 
RETURN 



KO 4797 REM 
ET 4 7 98 REM 
K¥ 4 78 9 DEM 

Tfl 4800 POKE 1536,0:F0fl 1=53240 TO 5 3 25*: 

POKE 1,0: NEXT I 
WW 4818 GRAPHICS 16:SETC0L0R O,ll,0lSETCO 

LOR l,7,8;SETC0LOfl 2,0,0 
08 4630 l>l " PEEK ( 560 > + S 56*PE E K 1561 J 
AU 4840 POKE D L + 6 , IZSiPOHE DL + 1 B, ? : POKE P 

L+12, 6 

WD 4850 FOB 1 = 14 TO 16 : POKE DL+I, 6 INCUT I 
KK 4060 POKE 207, 80: POKE 208 , 16 : (> d K E 5428 

6, 192 

KM 4070 POSH 1 ON 7.1:' »fi : "JUffE" 
HZ 4000 POSITION 9,4;? tto ; "wr i t ten frv Joh 
n Young" 

KU 4005 IF ftf f Lt THEN RETURN 

BU 4898 IF SCQRE>HISCORE THEN HI SCORE = SCO 
HE 

SH 4900 POSITION 8,7:? 8b;"store ";5CdHE; 

POSITION 10,7:? S6 ; "h i "jHlSCORE 
LH 4910 POSITION 0*?;? (16 ; "OPTION Skip 
" i SKIP 

YC 492G * »6j"SELECT level ";SKILLi? 

»6;"START begin*' 
B£ 4930 C-PEEK (532791 

NZ 49*0 IE C = I THEN GOSUB 4980 : SKIP-SKIP* 
I: IF SK1P>MAXSKIP THEN SKIP=0 

BR 4950 IF C=5 THEN GOSUB 4980 : SKILL - SKXL 
L*l TIE 5KILL>3 THEN 5KILL=1 

OB 4960 IF C=0 THEN GOSUB 4900: RETURN 

UC 4570 GOTO 4910 

BL 4900 FOR I"1O0 TO 80 STEP - 2 : SOUND 0,1 

, 10, 6 : NEKT I 
YU 4990 SOUND 0 , 9 , O , O f NETIIHH 
KU 4997 REH 

LC 4999 REM 

KH 5000 RESTORE 5030 

RH 5010 FOR 1=0 TO 288 ; READ A ! POKE 24576+ 

I , A : NEKT I 
AJ 5828 RETURN 

OJ 5030 DATA 184 . 100, 1* , 16Z, 96, 169, 7, 32, J 

2, 228 , ?G t 173 , 2 ,6, 2 40, 81, 173, 132 , 2 J 200 , 

18, 173, 3, 6, 209 
DK 5040 DATA 13,173,4^0,240,8,173,1,6,205 

,5,6,200,89,169,0, 141, 1,210,173,4,208, 

41, 1, 208 

OU 5050 DATA 0,173,1,6,205,6,6,206,118,16 
9,0, 141,3,6,173,120,2,41, 4,208,8,173,0 

HO 5060 DATA 7,8,200,125, 173,120,2,41,8,2 
00,8, 173,0,6, 2 05,8,6,208, 122, 3Z, 96 
, 76 P 94,220 

CO SPra DATA 173,12,208,208,245,173,4,206 

, 201, 1, 240, 11, 201, 9, 288, Z34, L73,4,>6, 20 

1 , 250, ZOO, 22 7 , 141 , 30 
DK 5000 DATA 200,240,222,169,40,141,0,210 

, 169,8,141, 1,210,206, 4, 6, 2 06 ,1,6, 173, 4 

, 208, 201, 1, 240 
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DISK BONUS 



PINBALL! 



by Chris Guise 



For the first time our bonus comprises of a couple of 
excellent pinball games created with the famous Pin- 
ball Construction Set. The format will be familiar to 
many readers but the games, nevertheless, remain 
quite addictive and can be played by up to four 
players. 

The games are selected from a menu (400/800 own- 
ers must use DOS option L} and are played with a 
joystick in port I . The number of players can be selec- 
ted before a game commences by using the OlmON or 
SELECT key and the ball release and flippers are 
operated by the joystick. 

WARNING! These games can become quite addictive! 




FC 589fl data 21 , 2 ft i , 9 , j'JI) , 17 , L Ml , 1 , 1SS t 26 

4,177,204,136,14S,204,20B,2(}0,i,z,ia, J 

44,24%, 176, 143, H4 ,38,208 
KU SlOO 249,^^36,3,8,^,1,6,160, 

',177, 284, 288, 14S, 284, 1 JO F 136 , 1 6 , 247 , 2 

88,165,8,145,2^4,238 

ft* SUfl DAtA 2*4,76,64,96,286,8,6,173,8,6 

*A*l,*,*«O,24,l44,140,238,8,6,173.0,6, 
144,8,280 

Ftf S128 BATA 24,144,128.162,8,109,12,6,24 

•*l^AO», 9, 6 ,221. IB, 6, 248, 6, 254, 9, 6, 24 
,144, 27, Ifi? 

DN 513B DATA 8,157, 12, 6,183,5,6,221, IS, 6, 

24**6,2*2, 3,6,24,144, 8, 169, 1,157 
AH 514* DA T A 12,6, 254,9,6, 16*, 9, 6, 157, 1*2 

232,236,21 ,6, ZOO, 13B, »& 
KF &197 ftFM 

ITU 5199 REM <tH "™ i:Maaima: ™ IHa 

DC 528S »IM CI FrtBS C3i J ; Ht*,rflHL 5238 

HZ S210 FDR 1-1 TO 311 BEAD A ! CLE ABS tl , I J = 

CHRf tfll ; WE Ml I 
AM 5228 RETURN 

PV 5238 DATA 184,184,184,133,285,184,184, 
133, 286, 1*9, 8, 13$, 204, 158, B , 14 5,2 ft 4 ,13 
5, 388, 251, 238,285, 166> 285,228 

KB 5248 DATA 286,24 8,243,144,241,96 

KH 5297 REM 

68 52*8 HFM 

ItP 5299 REM 



IC 5388 BIN BtrLQCATt$C343 : RESTORE 5338 



—mm- 



HOW TO GET THE DISK 



The HEW ATARI USER issue disk with all the programs from 
this issue and the BONUS is sent automatically to disk sub- 
scribers but is also available separately for just £2,95 inclu- 
sive. Drop us a cheque or Postal Order or give us a ring with 
your credit card details. Write to PAGE 6, P.O. Box 54, Staf- 
ford, 3T16 1DR or telephone 0785 213928 



DROIDZ 



TR 5310 FOR 1=1 TO 34 I REAR A I RELOCATE? fl . 

TJ -CHB5T fftj • HE HT X 
BP 5328 RETURM 

VC 5338 DATA 184 , 104 , 133 , 2 87 , 184 , 133 , 286 , 

189,8, 133,284, 169, 224, 133, EOS, 162,4,16 

O.O, 177,284, 145,286, 136,208 
ZH 5348 RATA E4», 238, 285 , 238 , 28 ? , 282 , 288 , 

242,96 
GH 53 3» REM 
KB 5393 REM 
TB 5488 DIM FH* f 371 ; RESTORE 5448 
JH 5418 FOR 1=1 TO 22 : REAR O ; FK* < I , I 1 =CH» 

S l B 1 : HEKT I 

BU 5428 HI=THTCARRCFK$>^2563 :Ld=ADB(FH«l- 
Hl*256 

TV 5438 POKE 512, LO; POKE Si 3 , HI ! RETURN 

HH 5448 DATA 72, 155, 287 , 141 , 16 , 2X2 , 141 , 25 

,2»B, 56, 233, 2, 136, 288,286,243, 169, 16,1 

33, ISO, 104, 64 
UC 5999 REM 'BLOB POSITIONS--- 

RB 6888 DATA 72,176,84,00,168,56,68,136,2 
8 

KM 6010 ROTA 64,288,34,72,184,56,00,128,2 

HI 6028 DATfl 68,192,64,68,144,52,128,288. 
74 

LH 6030 RATA 83,136,48,166,200,68,56,96,6 
4 

MI 6833 REM -PL AVER BATH — 

CC 6186 BAT A 8 , H , 3B , 126 , 2 31 , 255 , 126, 42 

UH 6110 BAT A 8,8,68,96,255,153,195,126 
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A-Z OF ATARI SOFTWARE 




(AND NOT SO GOLDEN) 




continued 



LOCO ★ ★ ★ 

arc Alligata 1987 (t) bud 

A horizontally scrolling game m which you're in charge of a locomo- 
tive despatching rail trucks coming toward yolk and helicopters flying 
above you. You also have the choice of changing tracks at junctions 
which are dotted about. 'Loco" features some pleasing graphics and 
superb music. Put simply, it's a good shoot 'em up featuring a train 
instead of a spaceship. 

LODE RUNNER * * A 

plat Broderbund 1983 (d,r) full 

A challenging platform game with some of Ihe smallest spriles ever. 
You traverse piatforms, climb ladders and blasl holes for the villains 
to fall through. Your objective is lo collect enouglxjewels to open up 
the exit to the next level. 'Lode Runner' is a game where the right 
Strategy is just as important as being nimble with the joystick. 
Recommended for the platlormers among you 



THE KEY 



Star Ratings - 



★ 
+ 



poor 

poor mediocre? 
mediocre 
mediocre/good 
good 

good/excellent 
excellent 



arc 

plst 

sim 

strat 

adv 

gr adv 

frp 

arc adv 



arcade game 
plyllqrm gam? 
simulation 
strategy game 
lent adventure 
text adventure with 

lantasy role playing 



arcade game with 
puzzle solving map 
ping elc. 



I 

bud 

mid 

lull 

imp 



scai cc- 



game I* available on tape 
game Is available on diak 
game is available on ROM 
cartridge 

budget priced game 

mid-priced game 
(£3 O0-C8.99) 
full priced game (£9.00+) 
game is {or was) only 
available an imparl from 
America 

no price range available, 
because game is very dif- 
ficult to get hold of 

Trie price ana format {tape, dis* etc) ranges quoted ere \ntended as guidelines 
only Games which were originally available on tape and disk can now be found 
on cartridge itrtcf v\ct-wr$a, Tttit CSfl ttSO Miter ttte price Of tf*e game in question. 



LORDS OF CONQUEST 

strat Electronic Arts 



I-' 



★ ★ 

1986 (d) full 

Generally quite pleasing game Ol world dominalion r along the lines 
of boardgames such as 'Risk' and 'Diplomacy'. Graphics (blocky 
maps} and sound elfects are pretty basic, but in the gameplay stakes 
this one scores pretty highly. 



MACHINE CODE TUTOR 

ut New Generation Software 1984 



★ ★ ★ 

(t) scarce 

A straightforward instruction program which guides you through the 
basics of 6502 Machine Code (the 6502 is the microprocessor at the 
heart of the XL/XE). The program 15 broken up inlo four lessons, 
each with its own subdivisions. A particular piece of information can 
be called op at the press of a few keys. Also included is an 
assembler for the machine code programs you will write, A good, no 
frills instruction programme. 

MASK OF THE SUN **** 
gradv Broderbund 1982 (d) imp/scarce 

This illustrated text adventure is in the style of the 'Indiana Jones' 
movies. It's set in Mexico and has you searching tor the mask ol the 
title in pyramids, caverns and jungle. You'll meet many characters 
along the way who add to ihe atmosphere of the adveniure. Exciting 
and involving, with three double-sided disks of data. Has anybody 
got the sequel, 'Serpent's Star? 

MASTER OF THE LAMPS * ★ * 

arc Act i vision 1985 (d) imp/ scarce 

Weird game in which you guide a chap on a magic carpet through 
rings until he reaches a screen where a genie sits playing musical 
notes. You must then play back to the genie exactly the same notes 
or you start from the beginning again. Highly original, with its main 
appeal lying in the 3 D magic carpel sequence and the wonderful 
musical soundtrack. 

MASTERCHESS * * 

sim Mastertronic 1986 (tj bud 

A reasonable attempt al computer chess. Graphics are in unusual 
shades of grey, yellow and black. You tan save and load games, set 
difficulty levels, adjust the positions of pieces and have an action 
replay ol the game. There is no two player option, so it's up to you to 
challenge the computet-. 

MEDIATOR * * * 

arc/adv English Software 1985 (t,d) mid 

A highly unusual game involving elements of shoot em up. platform 
and puzzle solving. It's also one ot those games where you have to 
experimenl to find out exactly whai you musl do. Some of the 
screens require n combination of careful thought and accurate 
joystick control. Graphics and sound are of a high standard 
throughout. 

MERCENARY ★ ★ ★ * 

arc/adv Novagen 1985 (t*d) mid 

Programming genius Paul Woakes' terrific game was literally in a 
class of its own. Played in real time, you can walk or travel m various 
craft through a three dimensional wire-frame world, Part adventure, 
part flight simulalor. part shoot em up, it is one of those few games 
where a triumph of programming technique walks hand in hand with 
terrific gamepiay. if you haven"! got 'Mercenary", then WHY not? 



compiled by 
Ruebottom 
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MICRO RHYTHM * * # 

ut Two Bit Software/Firebird 1986 (t) bud 

This is a program which transforms your computer into a drum 
machine. Key presses turn on or off sound effects representing 
snare drums, hi-hat. cow bell, torn -lorn and dap. You can string shuri 
pieces together to make a complete song. Obviously, the strength of 
this type of program lies in the quality of the drum sounds repro- 
duced, and its general ease of use Micro Rhythm scores fairly 
good on both counts. 

MIG ALLEY ACE * * * 

arc Microprose 1994 (t,d) mid 

A flight simulator which features more arcade action than most The 
game uses a split-screen technique, each player having his own 
view from his cockpit. Dogfights are the order of the day with joystick 
moves controlling diving, turning and climbing. Fairly exciting, but the 
rudimentary graphics don't help things much. 

MILLIPEDE * ★ # 

arc Atari 1983 <r) mid 

Fast moving shoot 'em up in which millipedes grow ever larger and 
move ever nearer the bottom of the screen. It's up to you to shoot 
them as soon as possible, Graphics are functional, but gameplay is 
great. Shoot 'em up fiends should like ihis one. 

MILK RACE * + 

arc Mastertronic 1987 {%) bud 

A frustrating bike racing game in which you travel over all the stages 
of the famous Milk Race event. It's a horizontal scroller, showing the 
cyclists, road, scenery and crowd from a side -on view. Your progress 
depends on how well you use your bike's 12 gears over the 
gradients and slopes ol the course, Graphics could have been 
better, but they are acceptable. The title page and music effects are 
neatly done. 

MINER 2049'er . ★ * * 

plat Big Five Software 1932 (r) mid 

The excellent 'Bounty Bob Strikes Back 1 was the sequel to this 
innovative, much copied platlorm game. You have to time Bob's 
leaps and make sure he fills in every portion of each platform before 
you can progress to the next level. A professionally designed game, 
with equal levels of difficulty, fun and addictiveness. 



MINI OFFICE 2 

ut Database Software/Page 6 1987 



★ ★ ★ ★ 
(d) full 



Pleasing collection of valuable utilities, comprising word processor, 
label maker, spreadsheet, database, graphics and comms module. 
The most incredible thing about this package is the value. All of the 
programmes are written to a high standard into the bargain! 

MIRAX FORCE ★ * ★ 

arc Tynesoft 1986 (t 5 d) mid 

An impressive-looking shoot 'em up from the prolific Geordie soft- 
ware house, 'Mirax' features some high quality digitised speech and 
graphics. You blast your way, 'Uridium' style, across a horizontally 
scrolling backdrop of a huge alien mothership. Difficult, but a reward- 
ing experience for lovers of this type of game. 

MISSILE COMMAND * * * 

arc Atari 1981 (r) mid 

A no-frills conversion ol the old arcade game where you have lo 
defend your cities from the ever oncoming nuclear missiles. Whether 
you like Ihis or not will depend on how much you liked the arcade 
original. An exercise on how lo program the Atari it is not. A fun, 
unadulterated shoot 'em up it is. 



MISSING: ONE DROID ★ * 

arc Bug Byte 1987 (t) bud 

Renowned Atari programmer, Paul Lay must have written ihis when 
he had an evening to spare The whole game takes up around 5K of 
memory or so. You control a droid who lires in eight directions at the 
hordes of nasties which appear and move all over the screen. Much 
better done then the similar Duellm 1 Druids", but there's no denying 
that it's a pretty shallow game, amusing at lirsl but eventually 
tedious. 

MOLECULE MAN * * A 

arc adv Mastertronic 1987 (t) bud 

This game occupies an enormous amount of tape because it also 
contains a maze construction set for use with the game. You guide 
what looks like a golf ball with legs through a ma*e of 256 locations 
looking for such objects as coins, vending machines and teleporter 
circuits- The game is played against the clock. Graphics are 
monochrome, but highly detailed. There is nothing particularly spe- 
cial about 'Molecule Man, but there is nothing particularly wrong with 
it either. 



MONKEY MAGIC 

arc Micro Design 

Avoid at all cost! 



1987 (t) bud 



★ * ★ 

(r) mid 




MOON PATROL 

arc Williams Electronics /Atari 1982 

A horizontally scrolling game in which you move 
a moon buggy over a landscape filled with 
craters, blast the aliens, and avoid oncoming 
obstacles. Yes, it' s all been done before I know, 
but Ihis one is pretty to look at and ii plays very 
well too. 



MONTEZUMA'S REVENGE * * * * 

plat Utopia Software/Databyte 1986 (t,d) mid 

An utterly charming platforms and ladders game in which you control 
a cute little sprite called Monty ih rough 100 rooms in his quest for 
ancient artifacts. There are many different types of nasties including 
rolling skulls, spiders and snakes, all of them well animated. Some of 
the traps are very ingenious and the whole game is one ot perfect 
timing of leaps and jumps A treat. 

MR. DIG * * * 

arc Mkcrodeal 1964 (t) scarce 

Probably the best Miorodeal game for ihe Atari (although that isn't 
saying much). This is a conversion of the old 'Mr Do' arcade game. 
Graphics are O.K. and humorous in parts, and the sound, whilst 
being of a good standard, could grate on you after a while 



MR ROBOT AND HIS ROBOT 
FACTORY 

plat Datamost/Oatabyte 1983/1986 

A neat platforms and ladders game with some 
original touches. Along with the standard jump- 
ing, climbing and disposing ol nasties there are 
such things as transporters, trampolines, 
bombs and slides. The programmer has cram- 
med tons of colour onto the screen using dis- 
play list interrupts and he has also included a 
design your own screens facility. One of Ron 
Rosen's best games (and he has written quite 
a few). 
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M.U.LE. ★ ★ # ★ 

strat Electronic Arts ArioJasoft 19S3 (t,d) scarce 

Definitely one of the best releases from the E.A./Ariolasoft stable in 
the mid eighties. The game can be described as a form ol 'Monopo- 
ly' on another planet but with even better gameplay and some 
superb humour. Graphics and sound are very good throughout and 
up to four people can play at the same time. A classic of ils kind, and 
more importantly, an example of the perfect computer game. 

MURDER ON THE ZINDERNEUFF * * * 

strat Electronic Arts/Ariolasoft 1984 (d) mid 

You play the part ol a detective who must solve a murder on board 
the Zinderneuft airship. The game screen provides a four way 
scrolling birds-eye view of the airship with various sprite characters 
going about Iheir business inside You move your detective and 
approach the suspects to ask questions. From their replies, and by 
Searching rooms for clues you must solve the murder. The game is 
completely joystick controlled and the murder cases are always 
different. Altogether original and refreshing, with some glorious char- 
acters and great almosphere, 

NECROMANCER ★ ★ ★ 

arc Broderbund/Synapse1982 (t,d) scarce 

An unusual game which is guaranteed to make your joystick hand 
ache. The game takes place over three distinct phases. In phase 
one you move your wisp over Ihe screen to stop ogres from eating 
I he trees you are planting. In phase two you move your trees over 
Ihe larvae pits of Ihe Necromancer's spiders before they hatch. In 
phase three you meet the Necromancer and you try to destroy his 
graves and the spiders you did not kill in phase two. Colourful 
graphics and neat sound effects, as well as unique gameplay make 
'Necromancer' a winner 

THE NEVERENDING STORY ★ * * 

gradv Datasoft 1986 <d) imp/scarce 

A fantasy adventure witn some exceler: graphics, based on the film 
ol the same name. You may have some trouble getting your inputs 
understood due to the limitations ot the game's parser, bul don't be 
pul off because this adventure is worth persevering with. The music, 
by Gary Gilbertson, is up to his usual excellent standard. 



NIGHT MISSION PINBALL 

arc Sublogic 1932 (d,t) 

A compuler pinball machine with some weird 
sound effects and, unfortunately, adifacted 
colours. As well as giving you a good game ot 
pinball. this program allows you to control 
some of the parameters, such as ball speed, 
scoring etc It's tairly well done, but not as 
good as 'Pinball Construction Sel'. 



★ ★ * 

imp/scarce 




NINJA * * * 6 

arc Mastertronic 1986 (t)A bud 

A well-done martial arts game which could easily have been re- 
leased at full-price without raising any eyebrows. You play the title 
role, kicking, punching, chopping and leaping your way through 
many nicely drawn screens in search ot six idols. Animation is quite 
good throughout (although not up to the standards of 'Karateka" or 
'International Karate'). Altogether, one ot the best budget releases 
for the Atari. 



NINJA MASTER * * 

arc Firebird 1987 (t) bud 

Not a martial arts game as such, rather a test of hand-eye co- 
ordination as you guide your ninja through a series of tests.. A couple 
of these tests involve hitting oncoming objects. Another has you 
waggling the joystick as fast as you can, and the lasl involves a 
blowpipe and bursting balloons! Graphics and sound are on a pretty 
basic level. The game has an addictive quality, but as an exercise in 
programming it leaves much to be desired. 

NUCLEAR NICK ** ft 

plat Americana, U.S. Gold 1966 (t,d) mid 

This is anolher in the long line ot platform games Irom prolific 
programmer Ron Rosen. It's pretty standard stuff with you jumping 
and killing baddies elc. There are twenty different screens in all, and 
the graphics are good enough lo lift it above the run of the mill. 

OLLIES FOLLIES ★ ★ tr 

plat American/U.S. Gold 1986 (t,d) bud 

A twenty tour screen, archetypal platform game with O.K. graphics 
and a certain amount of addictive ness. It's much in the same vein as 
'Nuclear Nick* or 'Beer Belly Burl", bul at ihe price represents nice 
value for money. 

ON CUE ★ ★ 

sim Mastertronic 1987 (t) bud 

This is remarkably similar to the earlrer "Steve Davis Snooker'. As 
well as the snooker program, Mastedronic have included a version of 
Pool. All the usual features are here {power, spin, choice of oppo 
nents and nine difficulty levels), Altogether another average atlempt 
at putting snooker onto computer. 



180 

arc Mastertronic 1987 (t) 

Another dads simulation, this time requiring 64K of 
memory to run. You have the option of playing 
either a friend or the various computer opponents 
al "501 '. The graphics for the dartboard and moving 
hand (which you have to guide with the joystick) 
are very good, It you manage lo score a maximum, 
then you hear a digitised yell of '180 F ' from your 
T.V. speaker. 



ONE MAN AND HIS DROID ★ ★ 

arc Mastertronic 1986 (t) bud 

A weird game which takes place in a side-on view of a maze of 
tunnels and passages. Moving your droid, you must locate all the 
lost 1 sheep' (colourful alien-looking sprites), and guide them to a pen 
located somewhere in the maze. I suppose it's a sort of futuristic 
One Man and His Dog' (hence the title), Music plays constantly 
throughout and it can become quite irksome. 




ONE ON ONE 

arc Electronic Arts/Ariolasoft 1984 

'one on one' basketball simulation which is 
(airly well done You take the part of either Larry 
Bird or Dr. J. (real American basketball players), 
and you can play against a friend or the compu- 
ter. As well as moving your player around the 
court you can block, jump, spin round, shool and 
tackle. The animation of the two players is 
above average and it turns out lo be quite ;ari 
enjoyable game. Watch out for the slow motion 
replays, fouls and slam dunks. 



* ★ it 
(t,d,r) mid 
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A-Z OF ATARI SOFTWARE 



OPERA HOUSE/QA ★ ★ 

adv Big no$& Software 1935 (d) bud 

Two text adventures on one disk. The firsl casts you as a Prima 
Donna searching the Paris Opera House lor the (in)famous phantom 
who is out to wreck your opening night- The second is an Indian 
Jones type affair where you are up to your neck in jungles, natives 
and quicksand. They're reasonably entertaining, bul a bit short on 
vocabulary and location descriptions, 

PACMAN * ★ * 

arc Datasoftll.S. Gold 1984 (t,d,r) mid 

Competent conversion of the incredibly popular . i ■::. ic^? game of Ihe 
early SO's. All the features of the original are here, but whether 
Pacman' still holds interest for more modem tastes is open to 
question. 

PANIC EXPRESS * * * 

arc Red Rat 1986 (f,d) mid 

In this horizontally scrolling game, you are a guard who must make 
his way from Ihe rear of a train to the engine in order to stop it and 
avert disaster. Many obstacles (helicopiers, smoke, cloud) hamper 
your progress, and these must all be avoided. Graphics are on the 
weak side, but when the gameplay is this good, who's complaining? 

PANIK! ★ ft 

plat Atlantis 1967 (t) bud 

Uninteresting 'Lode Runner' derivative which has you running up and 
down ladders, across platforms, and digging holes to trap monsters, 
Graphics are a basic lour colour job, and the sound is not very 
imaginative either. Even at the pnce, this one is not worth consid- 
ering. 

PANTHER * * Hr 

arc Mastertronic 1987 (t) bud 

Tricky, diagonally scrolling shoot 'em up in the vein of 'Blue Ma*'. 
This is almost the game 'Blue Max 2001' should have been. You 
have lo rescue stranded pilots as well as cope with the alien craft 
which swoop on you trom all sides. Fairly good graphics and 
addiclive gameplay. 

PAWN, THE ★ ★ * & 

gr adv Rainbird Software 1987 (d) full 

This famous adventure tinds you in the mythical land of Kerovma 
with a mysterious silver band around your arm. You take it from 
there, and the story unfolds as you play the game, 'The Pawn' 
comes on two disks, has numerous pictures to accompany its reams 
of descriptive text, and probably has the best adventure parser 
written for 8-bit machines. 

PAYOFF, THE ★ ★ & 

adv Bignose Software/ Atari 1985 (t,d) mid 

A lext adventure which is strong on atmosphere but has a somewhat 
limited vocabulary. The seedy storyline takes place over city streets 
and inside various buildings. Your objective is to recover a large 
diamond to enable you to pay off all your debts. 

PHANTOM * ★ * 

arc Tynesoft 1987 (t,d) mid 

'Phantom' oould be described as a sort of 'Ghoslbusle-rs' mneta 
Gauntlet'. The ghost busting side of things is here, but it all takes 
place in 'Gauntlet' like passageways. A nice feature is the BPM 
indicator {your heart rate in beats per minute}. If you bump into I wo 
many ghosts this increases until it reaches 100, then it's game over. 
Generally, a very professional product. 



PHARAOH'S CURSE ★ ★ * 

arc adv Synapse 1982 (t t d) imp/scarce 

An interesting little arcade adventure which has you running and 
lumping through a pharaoh's tomb in search of ancient arlifacts. 
Elements of platform, shoot 'em ups and puzzle solving blend 
together well here, but the whole thing is let down by some weak 
graphics. 

PHARAOH S PYRAMID * * * 

arc Master Control Software 1983 <t) imp/scarce 

Probably the best of the numerous 'Q-Bert' clones tor the Atari. In 
case you missed 'G-Bert', it's Ihe one where you have to jump 
around a triangle shape Of cubes and turn them all the same colour. 
Each level completed in this variant means another stone has been 
laid tor the Pharaoh's pyramid. There is a good selection of naslies 
to be avoided and the screens are teeming with colour. 

PINBALL CONSTRUCTION SET + * ★ 

arc Electronic Arts/Ariolasoft 1983/1965 (d) full 

A pinball construction set is exactly what this piece ol software is. 
You can create and edit everything from the shape ol the lable, 
through to ihe position of flippers, scoring bonuses, ball catchers etc 
Trying to mention all of the features of this brilliantly designed game 
in such a short space is impossible. However, ihere is one draw- 
back. We unfortunate PAL. T.V. set owners can only obtain 
monochrome graphics due to the programmer's use of American 
artifacting to obtain colour. 

PITFALL 2 ★ ★ * 

arc Activision 1994 (t,r) mid 

This si a running, jumping and climbing game set over a multitude of 
scrolling, colourful screens. Map making may be called lor because 
the area you have to search over is very large. Monkeys, birds, 
snakes and many other creatures are all out to stop you, so you'll 
have to time those leaps perfectly. Competent and imagin alive 
programming are quile evident in 'Pitfall Z 

PIRATES OF THE BARBARY COAST * ★ ★ 
strat Starsoft/Cascade 1987 (d) mid 

I'll swim against the critical tide and admit that I really like this one. 
Mosl crilics hated this game because it did nol live up to the 
mega-game status everyone expected when they saw Ihe advance 
Atari ST screen shots. Let's face it. this turned out to be a good 
trading/strategy/shoot "em up game. ESPECIALLY on the XUXE. 

PITSTOP ★ ★ & 

arc Epyx 1983 (r) scarce 

A motor racing game with an angled bird's eye view of the course 
and 3-D pitstop scenes. Your car is simple to control, being just 
forward and backward movements of ihe joystick, in the pitstop 
scene you must change damaged tyres and refuel the car. Overall, 
nothing particularly special, but it's not a bad racing game by any 
means. 

PITSTOP 2 * ★ ★ 

arc Epyx 19&4 (d) full 

This improved sequel took a long time to be released here in Britain. 
In Ihis split-screen affair you can either race against a friend or the 
computer over six different tracks. The view (from behind your car) is 
also an improvement over the original. The pitstop scenes are still 
here, and they are as good as in 'Pilslop 1'. 

MORE NEXT ISSUE 
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THE XE AND THE PORTFOLIO 

and other interesting stories ■ by Kit Lethby 



I 1 n Issue 46 there was a letter concerning transferring 
Information to and from the Atari Portfolio and I thought 
other readers might like to share my experiences. 
I have been using a Portfolio with rny XE for over a year now 
and have had very successful results when transferring data. 
Before i go into the details there is one thing that needs to be 
claritled from the reply to the original letter. Yes. the Portfolio 
does have a comma package built in, BUT it will only work 
when the Parallel Interface is connected and is communicating 
with an IBM compatible machine. When communicating with 
the Atari one must use the Serial Interface, a connector to 
change the 9 pin output to 25 pin output, a null modem, and a 
suitable cable to connect the Portfolio to the Atari. I use one 
that was made In Australia, but the people who made it inform 
me that the P.R. Connection should also work. Regarding 
software^ use a Shareware program * a I Ire] ME GATE KM 2. 
which is not currently available in the U.K. but which should 
shortly be available as Shareware through Page 6. I have not 
tried Amodein or Kcrrnit. but Intend to in the future, I II keep 
you informed of the results. 

The Portfolio also has to have different software. There are 
two good PD programs which I gained from Atari. Australia, 
who I must say have been great in assisting me with software 
lor the Portfolio. The best program is Xterm 2, but Acorn will 
also successfully tninsfn the tiles. A filename has \\^ be given 
at both ends or the Capture Mode can be used on one end. 
Occasionally the Portfolio locks up if one is using other PD 
imiur uas and therefore it is necessary to Cold Start it and 
naturally, one loses all the files on the built in C: Drive, It is 
therefore advisable to have a Kamdlsk Card so that Xterm does 
not get wiped out. Of course. Xterm has to be downloaded into 
tlie computer and one will have to find a kind dealer who is 
prepared to do this through an IBM machine. 

For Ihis you need the Parallel Interface (the software for the 
IBM comes with it) and necessary {-a hies, which can also be 
used to printout documents to a Centronics Printer. Alterna- 
tively, It could be put straight onto a Ramcard. but again Atari 
or a supplier would have to do this. Maybe the Silica Shop can 
help? 

Atari have supplied me with numerous PD programs for the 
Portfolio - Chess, Basic, Othello, etc. which I download and 
store in Atari format onto my 1050 Disk Drive. All files arc- 
it sually successfully transferred with the exception of very long 
programs over 45K, which need to be transferred In more than 
one part. A PD program has also been written which enables 
the user to connect a small portable battery operated 3.5 inch 
floppy disk drive produred 5/6 years ago, and which has now 
been re released by Tandy called the PDD2, It can be connec- 
ted to the Portfolio via one of the interfaces and formatted to 
hold 200k of data per disk. 1 have not acquired one yet, but do 
intend to and again will keep you informed about it. 

I hope Ihis has been of some help to those interested In 
acquiring a Portfolio, I've found it to be a great little machine, 
bul had it not been for the backup that Atari. Australia have 
given me, could have found the whole thing very frustrating. 
All in all. it was quite a costly venture and set me back 
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approximately $1 120 - over £500. 
Here is a run down of the costs. Prices have been converted 
from Australian dollars at the exchange rate of 2 dollars to the 
pound. 



Portfolio 

Megaterm Cable and software 

Parallel Interface 

Serial Interface 

Cable for Parallel Interface 

Null Modem 

9 pin/25 pin Connection 
128k Ramdisk Card 



£247.50 
£60 00 
£45.00 
£00,00 
£ 12,50 
£5.00 
£5.00 
£125.00 



Total V^fiO.OO 



CONNECTING UP 

On to another subject now for those who have more than one 
computer, I recently built an interface, which enables me to 
connect my two XE computers to one 1050 Disk drive, as well 
as the cassette , printer switch box (one lead for the XE, one for 
the Portfolio), the KS232 connection (to the Portfolio, and a 
spare just for the Hell of it! This enables me to switch the drive 
between the two computers, working on one while the other Is 
loading. Someone can play on one while another person is 
working on the other, one can printout while the other is 
accessing the disk drive etc. It started out as a 'Can I do it' 
project and ended up being very successful and I use It far 
more than I ever expected. II also saves so much unplugging 
and 'wear and tear' on the sockets. I am prepared to write an 
article on how It is done, bul as it would be quite time 
consuming how about readers letting me know if they are 
interested before I put pen to paper? It was remarkably easy to 
do and as I've never done a thing with electronics before, I'm 
sure anyone could have a go. 

For those that like to dabble, here are a few tips on how it is 
done. All one has to do basically is make up a double cable 
and run It from the disk drive to the 2 computers and put a 
switch between pin 7 & 10 so that the computers don't know 
that each other are there. Well, that isn't quite all of course as 
the disk drive and printer will only be available to one eompu 
ler at a time, hence the need for a proper interface. If you're 
interested in the article then let me know. 



SOME TIPS 

Here are a few tips that readers may have forgotten about. 

-- when using Turbo Basic' If you go to DOS instead of 
rebooting or loading AUTORUN.SYS. hit M, type 2080 and 
you'll find yourself straight back in Turbo Basic. 
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- U using the SpartaDos X Cartridge and you wish to disable 
Ihe Cartridge while booUng another disk, rather than pulling 
out the cartridge, fio to basic, type- POKE 580. 1 [RETURN] and 
hit SYSTEM RESET Oils will boot up a disk with the cartridge 
disabled. 

if you use SpartaDos X. why not make up a disk which on 
bootup loads that excellent program from Plage 6 issue #33, 
Soft key. Put on all your most regular commands, for example I 
use: 

Q PIH ' D8:*.* 

L ICSAD D 

S * SAVE "D 

E - ENTER D 

A X D8: Filename 1 .OBJ 

h X D8:Filename2,OBJ 

etc. 

Y COPY Dl:Filcnamel.OBJ.n8:Filenamel.OBJ 
Z COPY Dl:FiLename2.0BJ>D8:Filename2.0BJ 

I load in Turbo Basic and Text pro into D8: on bootup from an 
AUTOEXEC.BAT file and then use DOS and Soft key to load 
them instantly. This Is only worth doing if you can easily exit 
from your program to get to DOS to load the next ML program, 
but of course it works fine using Basic programs. 



FINALLY I PRESENT 

1 have included a nice little program that produces very 
interesting randomly produced graphic designs In mode 8. I 
bought it from America years ago, but have never seen in over 
in Europe. It's in Basic and Is best used with Turbo Basir or 
Compiled. Fm sure many readers would be interested in it, 
even though it is about 12 years old! I did add a utilily to make 
a 62 sector file of the graphic on disk and then using the 
facilities in Print Shop" and PS Interface you can turn it into a 
file that can be loaded as a tile background with Print Shop 
However this version seems to have gone astray, so I've just 
enclosed the basic program. Fm sure there are many enterpris- 
ing young lads, or lasses, who can find a program to make a 
screen dump to disk. 

Well thanks for listening to some tips from down under. In 
closing might I suggest that the magazine runs a page thai 
includes useful tips on programming, useful Peeks and Pokes, 
eir that readers send in, together with other little tricks. What 
sort of interest would there be in this idea? 



Kit hethby is a long term reader and supporter from Sydney. 
Australia where the Atari is still survivii\g (fust!) 
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Feature 



EIGHT BITS 
OF HISTORY 

OR, THE WAY IT MIGHT HAVE BEEN Part 2 



Ed Hall concludes his look 
at the fortunes of Atari 
throughout a short history 



ramiel found a way 10 survive. He withdrew from the 
■ American market and concentrated on his native 

Europe, There he built up a loyal following of c ustom 
ers whose brand recognition would soon carry them from 
Commodore calculators to Commodore computers. 

Meanwhile, baek in America, the calculator wars of the I970's 
had two key impacts on the future development ul personal 
computers. First of all, it plunged into debt a small business- 
man named Ed Roberts, In a desperate attempt to turn around 
his company's fortunes, he decided to offer for sale a computer 
kit t ailed the Altair. It was the first ever commercially available 
persona] computer, and tl lmmchcd the personal eompnler 
revohitloiL 

Another lasting impact of the calculator wars was the lesson 
it taught Jack Trarniel - the importance of being vertically 
integrated. Or In other words, don't depend on other com- 
panies for essential parts. Trarniel borrowed heavily In order to 
acquire MOS Technologies, thus providing a secure source of 
chips lor Commodore calculators and watches. II was one of 
Tramicl's most brilliant moves. 

As it happened. MOS Technologies had Just developed a new 
microprocessor, the 6502, Intended for use in a computer, M 
was significantly cheaper to produce than the other leading 
chip on the market. Intel's 8080. To exploit this new chip, 
Commodore decided to enter the personal computer market. 
Mul before building their own mac hine. Trarniel decided to 
check out a computer already being developed around the 
6502. He sent Chuck Peddle, the man who designed the 6502. 
and Andre Sousan, Commodore's VP oi engineering, to see 
Steve Jobs. Acquiring the Apple II would save Commodore a lot 
of development time. 



TOO MUCH FOR 
TRAMIEL! 

Steve Jobs was ready to sell He asked for S 100.000. some 
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Commodore stock, and employment for himself and Wo/. Hut 
Jack Trarniel figured this was too much for a product being 
developed in a garage, and nixed the deal. loiter, both Peddle 
and Sousan would delect to Apple. 

In the meantime, however, Trarniel challenged Peddle to come 
up with his own design, and in 1 977 t fit- same year lhal the 
Apple II and the Radio Shack TRS-80 Model I were introduced 
- the Commodore PET came out. 

Commodore went on to comer the low end home computer 
iiuirki'i. a success due in no small pari to its "vertical integra 
tlon," Thanks to Trarniel. Commodore was ready for combat 
when the dreaded Texas Instruments brought out its own 
personal computer. In the ensuing home computer wars of 
1982-83, Trarniel had the satisfaction of crushing his old foe 
and driving it out of the personal computer marketplace. In the 
process Atari was badly mauled as It tried to keep pace with 
the savage com peti ti on . 

Commodore's chief weapon in the home computer wars was 
the 64, a low-cost computer which matched the Atari 800 in 
graphics and sound. In 1983 Atari countered with the XL line, 
whose first model (the 12001 flopped miserably. The 800XL 
became Atari's main computer, but as the name suggests. It 
was basically a revamped 800- Though a good product, the 
800XL offered no technical advancement over the Commodore 
64, and even worse. Atari could not market it rheaper than the 
64, because Atari was not vertically integrated. 

Atari had become too moribund to find the kind of solutions it 
needed to remain an industry leader. In 1983, for example, 
rumours began to surface of a new computer with fantastic 
graphics and sound, a machine that many dubbed (he 800 s 
older brother, because it Incorporated custom graphics chips 
designed by Jay Mirier Codcnanied 'Lorraine,' it had started 
out as a game machine, but after the market went was conver- 
ted to a computer It was being developed by a small company 
called Amiga, whose greatest achievement up to that point was 
a device called the joyboard - a foot-operated controller that 
came packaged with a surfing game. Not only was the com- 
pany set up by former Atari employees, but it also obtained a 
loan from Atari to assisl wilh the develr>pmenl ni Hie Lorraine. 
It was precisely the sort of product which Atari Itself should 
have had under development. 

Atari however was not the only company making mistakes. 
Commodore followed up on the twin successes of its VIC-20 
and the 64 with a pair of colossal Hops, the Plus 4 and the 16. 
This caused dissension in Commodore, and early in 1984 - at 
nearly the same time that Steve Jobs was triumphantly laun- 
ching I he Macintosh Jack Trarniel abruptly resigned. Com- 



modore stock fell and suddenly Its future was uncertain, 
especially when Tramiel resurfaced 6 months later and bought 
controlling interest in Atari, A number of key people followed 
him there in addition to his three sons, there was Greg Pratt, 
Slg Hartmann. Elie Kenan, and others. One of them, Shlraz 
Shivji, led the team of engineers who produced the ST compu- 
ter in a miraculous 6 short month s. 

WHO WANTS THE 
AMIGA? 

When Tramlel took up residence in Sunnyvale, he was paid a 
visit by Amiga Corp. They now had a working prototype of the 
Lorraine, but needed more capital to bring it to market. Waa 
Tramlel interested in acquiring it? Tramiel was, but the otter 
he made wasn't to their liking, so off Amiga went to Com- 
modore 

Commodore, however, was preoccupied by the upheavals 
which followed Tramiels departure^ and showed no interest. 

Rpluctantly Amiga returned to Atari to accept Tramiels offer, 
but were stunned to leam that it was now much less than 
before. With the ST under development. Tramlel bad no need 
for another 68000-based computer. Besides, Amiga still owed 
Atari money, and if they defaulted on the loan, Atari would 
pick up Amiga's assets anyway. Amiga stubbornly refused to 
cut its losses, and for the sceoud lime left Atari without 
making a deal. 

At the last minute, on the same day the loan was due, 
Commodore roared in and snatched the Amiga from under 
Tramiel s nose for $25 million. 

Atari and Commodore exchanged lawsuits - Commodore 
claiming that ex- Commodore employees who followed Tramiel 
to Atari had taken with them trade secrets, and Atari disputing 
ownership of the Amiga. 

The 5T debuted exactly a year after the Mac, and was dubbed 
the Jackintosh" by the press. The Amiga came out later in 
1985 but the ST had stolen much of its thunder. And like the 
Macintosh. Amiga sales were Initially disappointing. 

ATARI STILL 
VIDEOGAME KING! 

The appearance of IHM's PC in 1981 may have validated the 
personal computer to corporate America, but it also marked 
the beginning of fresh turmoil. The firm which stood to lose the 
luosi because of IBM was Apple, for both companies set their 
sights on the high end market and the business world. It did 
not lake long for IBM to overtake Apple s lead. By the end of 
1383 Big Blue commanded about one-third of the market and 
had displaced Apple as the industry leader. 
The year had begun well lor Apple with John Sculley coming 
from Pepsi to replace Mike Scott, who had left In 1981. The 
Lisa and the Apple He were both introduced that year, and for 
a while Apple stock soared. Then. Just as was happening with 
videogames, the entire market began to sour. There was a 
recession on, and people were becoming fed- up with the glut of 
lousy games cranked out by greedy companies, and confused 
by the hyperbole spouted by competing computer brands. The 
industry needed a cooling out period, and the consumer 
waited for the marketplace to settle down, for the options to 
become a bit clearer. 



PROFITS DROPPING 

Though Apple did $983 million in sales for 1983. It also 
suffered its first quarterly drop in profits, and Its stock fell 
from a high of $63 to a low of $17. When the Usa failed to 
crack the office market, it became clear that Apple s future 
rested with the Macintosh, even though Apple II sales re- 
mained surprisingly strong. But after a glitzy launch in 1984 
and strong early sales, the Mac stalled. Many observers credit 
the leadership of John Sculley with keeping Lhe company from 
going under. Finally a power struggle developed between Scul- 
ley and the increasingly erratic Jobs. It came to a head in 
1985, which was to prove the most difficult year of all in 
Apple s history. Woz left the company in disgust and sold all 
his stock. Other key people began to leave the company as 
well, including Burrell Smith, the principal designer of the 
Mae, burnt out by Apple politics and 100 -hour work weeks. 
Finally things came to a head between Sculley and Jobs, and 
Jobs was removed from his position as chairman. Stung to the 
quick, he resigned. Twelve hundred people were laid oil. 
Morula wns very hiw. 

Atari meanwhile had begun to unravel a year earlier than 
Apple. At the time it was at the peak of its fortunes, with over 
10,000 employees worldwide and some 70 buildings In Silicon 
Valley. Revenue in 1982 was its highest ever - S2 billion - but 
just before the year ended. Warner announced its earnings for 
the last quarter would not be as high as originally predicted, 
due to a slump In the videogame market. Immediately Warner 
stock lost a third of its value. 



YOU LOST HOW MUCH? 

In 1983 Atari suffered staggering losses - $450 million. It laid 
off 1700 people and accepted the resignation of Kassar. who 
was under Investigation by the Securities and Exchange Com- 
mission for insider trading. Warner replaced him with James 
Morgan, a VP from Phillip Morris, a tobacco company, Morgan 
continued trimming operations but he couldn't staunch the 
bleeding quickly enough. Warner Communications had already 
become the second biggest corporate loser alter Chrysler, and 
it had to get rid of Atari fast. That's when Jack Tramiel arrived 
in 1984. At lasl Atari was back In the hands nf someone who 
knew the business, 

Tramiel slashed Atari's bloated corporate structure until only 
a single building remained, and emu -t-nt rated the company's 
resources on developing the ST computers. Tills meant aban- 
doning the videogame market, of which Atari still controlled 
75% in 19H4. Tramiel shelved the 7800 game system, which 
had been unveiled Just two months before he took over the 
company. Though its CPU was the aging 6502, the machine 
employed a new graphics chip dubbed Maria, which was Atar- 
i's first departure from the venerable player missile system. 
The result was state-of-the-art graphics, Had the 7800 been 
released as planned in 1984, Atari might have maintained its 
market lead. By the time it realised that videogames were still 
a viable product, it was too late. 

In 1986 Atari re-introduced the 7800. and brought out the 
2600 (VCS) in a new case. In 1987 it released the XK game 
system, which was the 800XL In a new ease, and offered Its 
customers recycled software that was as much as 5 years old. 
These are not the moves that a company makes when trying to 
comer a market. They are what a company does when trying to 
pick up crumbs at someone else's dinner table. However, part 
of Tramlel's business philosophy Is that it's often better not to 
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be first into a market, because then you can capitalize on l he 
mistakes of others. And in Aiarl made a Mron^ mow in 

the videogame market by acquiring the Lynx, a handheld game 
machine which had been developed by a software company 
named Epyx. But by then the lead of Nintendo and Sega 
seemed almost insurmountable. Astonishingly, Atari was no 
longer videogame king. Ironically, its computers continued to 
suffer from the image of "game machines.' ' 
in other worlds Atari was the sole surviving company, as was 
Apple, as was Commodore and IBM. If you were free to choose 
the world which would it be? Or Is the one In which you are 
reading this article more Interesting? 



A POSTSCRIPT: 
MORE SCIENCE FICTION 

Steve Jobs, after being ousted from Apple, is now heading up a 
new company called NeXT, which is producing work stations. 
One of the first business deals he struck was with his old foe. 
IBM. 

Nolan Bushnell is now working for Commodore, 
Wamer Brothers still owns a sizeable chunk of Atari, 
Apple and IBM recently announced an 'alliance" in a bid to 
counter declining sales. 

ANNOTATED BIBLIOGRAPHY 

/. GENERAL 

FIRE IN THE VALLEY: THE MAKING OF THE PER- 
SONAL COMPUTER by Paul Freiberger^od Michael Swaine. 
(Osbome/McGraw-Hill: 1934) 

This book is a good history of the chaotic early years of the 
microcomputer industry-. Apple, Atari and Commodore are only 
part of this story. Kind out about the other ftuys. such as 
IMSAI. Cromemen. and MITS. 

HACKERS: HEROES OF THE COMPUTER REVOLU- 
TION by Steven Levy. (Doubieday: 1984) 
Engagingly written, this book brings to life the exuberant 
adolescence of the microcomputing Industry, and has enough 
oddball characters In it to populate several Donald Westlake 
novels. You'll read about some of the crazy goings-on in the 
early days of Sierra On- Line, the company built by program- 
mer Ken Williams and his wife Roberta (author of all those 
Kings Quest adventures). There is an interesting courtroom 
scene when Atari brought suit against Sierra for copyright 
infringements on FacMan. This book Is a must -read. 

SILICON VALLEY FEVER: GROWTH OF HIGH 
TECHNOLOGY CULTURE by Everett M. Rogers and Judith 
K. Larsen. (Basic Books: 1984) 

Ot I he Hurry of books about computers which suddenly 
appeared in 1984, this one is the most dated. It gives a broad 
picture of life In Silicon Valley, and deals briefly with Just 
about everything - venture capital, espionage, housing, the 
divni-cr rule, burnout, women in the industry, how a microp- 
rocessor is manufactured > etc. It also gives brief sketches of 
Apple, Hewlett- Packard. Intel, and assorted personalities. 

THE SOUL OF A NEW MACHINE by Tracy Kidder. (Little, 
Brown: 1981) 

This book describes the making of a new model of mini- 
computer by a group of employees at Data General, Despite Its 
title, the book's focus is on the people rather than the 
machine. Although it has nothing to do with Atari or personal 



computers, it's worth reading for the insight it gives into the 
enormous personal cost required to produce a computer. Steve 
Jobs will look like less of an ogre after you read this book 
(which, Incidentally, won a Pulitzer Prize). You'll love the 
prologue, 

2. APPLE COMPUTER 

Steve Jobs Is. according to Jean -Lou is Gassee. who eventually 
replaced him as head of the Macintosh division, "that hand- 
some and tragic character out of some novel, that visionary 
monster, aesthete, lonely, detestable and fascinating creature," 
No wonder so many books have been written about him and 
Apple Computer. The cream of the crop are: 

THE LITTLE KINGDOM: THE PRIVATE STORY OF 
APPLE COMPUTER by Michael Moritz. (William Morrow and 
Co.,: 1934) 

STEVE JOES I THE JOURNEY IS THE REWARD by 

Jeffreys. Young. (Scott Foresman and Co.: 1988) 
WEST OF EDEN: THE END OF INNOCENCE AT 
APPLE COMPUTER by Frank Rose. (Viking: 1989) 
The Little Kingdom' focuses on Apple s carry years, and has 
little on the development of the Lisa and the Mac. "West of 
Eden f " the most engagingly written of the big three, picks up 
where The Little Kingdom" leaves olf. 'The Journey"' is encyc- 
lopedic In its detail, and covers the entire period that Steve 
Jobs was at Apple. 

ACCIDENTAL MILLIONAIRE: THE RISE AND FALL 
OF STEVE JOBS AT APPLE COMPUTER by Lee 

Butcher (Knightbridge Publishing Co.; 1990) 
Ttie slightest of the books about Apple, it offers little that is 
new. Read it only if you want a quick potted history of Steve 
Jobs and ihe Apple story. 

ODYSSEY: PEPSI TO APPLE ... A JOURNEY OF 
ADVENTURE, IDEAS AND THE FUTURE by -John Scut* 
ley with John Byrne (Stoddart: 1989) 

Who is John Sculley? He's the man who got rid of Steve Jobs, 
and this book was written to expiate that guilt. Is he a skilled 
corporate hitman? Or a decent, hardworking person who saved 
Apple from Itself? In support of the latter, he ofFers a picture of 
him sell making a peanut -butter sandwich. 

3, ATARI AND COMMODORE 

HOME COMPUTER WARS by Michael Tomczyk. (Computet 
Publications: 1984) 

This book begins with the author taking home a pre-produc- 
tion Atari computer ant] playing Star Raiders obsessively for 
three nights in a row. A week later he quit his job. started 
learning BASIC, and began seeking work in the computer field. 
"Though he subsequently received job offers from both Apple 
and Atari, he ended up with Commodore. The book Is memor- 
able for Its portrayal of Jack Tramiel. 

ZAP! THE RISE AND FALL OF ATARI by Scott Cohen. 
(McGraw-Hill: 1984) 

This book reads like a hurried attempt to cash In on Atari's 
misfortunes, A major shortcoming is that it concentrates 
almost exclusively on Atari as videogame manufacturer and 
scarcely mentions its computers. The author tries to lend a 
sense of immediacy to his story by occasionally slipping Into 
the present tense, "in better hands the technique can work. Of 
all the books listed here, this Is unfortunately the worst. 



Ed Hall is one of our more far flung readers living in YeUowknife 
in the North West Territories in Canada where tttere seems to 
be a ttiriving little Atari community (well we know of at least 
one other owner!}. Get out an atlas and check out where 
YeUowknife is - ifou'tljlnd it just north of Great Slave Lake just 
a couple of hundred miles from the Arctic Circle! 
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PHILIPS 8833 Mi ii 



COLOUR MONITOR 

WITH 

W F-19 STEALTH FIGHTER 
" FLIGHT SIMULATOR 



The W°1 Computer Games Monitor! 

FOR THE 



CM8833 Mk II 

TKe CM9H33 is the bMt sailing colour 
monitor tor Una Atari ST and Commodore 
Amiga. Ideal for game playing,, H cfle*& 
saceltent colour gr»pMcs and h« stereo 
audio speakers tor enhanced stereo oul- 
pul from the ST-E and Amiga. Trra per- 
lormartcB and rekiatsiliry of the S$33 is 
exceptional, which is wtvy we are conli- 
denl Id o»*f 12 mnnlhs OM-SlTE warran- 
ty wilh avery 98-33 purchased- Plus, 
ovary C MHFJ33 Irom Sulca comet w/ith a 
FREE Stealth figMer High! 

emulator worth £26.99. PLUS a FREE 
Cable worth £1435 <□ conned your new 
monHor to your computer 



f FREE CABLE 



I'.AR M50 ■ W*6A STEREO 
CAftSSlO • 5T-E 5ltHF0 SQUW 
CAB MCS ST-fM MONO BOiiND 

•:ab use - pc cga mmfaiih'. ?s 



To receive yoir FREE cable, worth £i4 9S. 
please c jol^ which cemfluter you own and 
'he c-iWe reference w>f.r. 



OFFICIAL m PRODUCT 
1 YEAR ON-SITE WARRANTY 
FREE! F-19 STEALTH FIGHTER 
FREE CABLE FROM SILICA 
74" CGA COLOUR MONITOR 
RESOLUTION: 600x285 
HORIZONTAL FREO: 15.6KHZ 
A2mm OUT PITCH 
STEREO AUDIO SPEAKERS 
EARPHONE SOCKET 
TTL DIGITAL * RGB-ANALOG 
COMPUTER INPUT SIGNAL 
CVBS VIDEO INPUT SIGNAL 
DARK GLASS SCREEN 
GREEN SWITCH TO 
SIMULATE MONO OlSPLAY 
AMIGA, ST, PC COMPATIBLE 



ATARI ST & O 



TOTALLY 
UNREAL 

pes/'' V ^ 




F-19 STEALTH FIGHTER 
_ WORTH £29.991 — 
WITH EVERY 8833 MONITOR 

Buy the N°1 Computer Games 
monitor from Silica Systems and get 
the N Q 1 Flight Simulator FREE! 
Wilh every Ptiilip& ftS33 Mfc II monilor from 
SUbca Systems, you will receive an F19 
SleaHh Fighter flight simulator game Iram 
Microprose (worth 129$$) absolutely FREE! 
The game comes with disks and 'flight 
manual, PLUS an enlry form lor ihe exclusive 
'Pilot a Plane with Philips' competition 
where mere are over ONE THOUSAND 
PHIZES la be won! And, when yo*j buy your 
PtiiHps SB33 Irom Silica lor only you 
will save nearly £60 off the RHP of £317.24' 



PLUS! 737 SIMULATOR 



ovtn t,m PRtiis ft if ww 



13 PHIZES: 
ST PHOT k BOtM 737 H.KHT SMUL0QR 
PtUB LUHW *T A FIVE STAR HOTEL WITH TRIPS TO 
AhD 'ROW THE SIMULATOR BASE BV HELICOPTER 



2 10 PRlZ.tR: 
NO PILflfT A BOEING T3? FLIGHT SIHULATOfl 



m neoo PRIEE&; 

9RD ELITE mi SQUADRDM CLOTH BADGES 



MONITOR + F-19 + CABLE 

£259 

REf: HOW 8830 PfllCE INCUIDES WT + FREE DELIVERY 



VGA MONITORS FOR PC CO MPATIBLES 

J^^^^^^^ isnsji 1 * I brp I sum pure ~^ BHIff! 

[ ^^mm^^^^ I l li I Tdu-MA M* una rcr Mnun - nanpr while CI 09 $9 ~t10 ' E990.0 I L11S.W I f f*j ^fj tIEm I 




PHILIPS 

7CNI3ZA9 



E-VGA 
35.5KH2 



A hfl* nrtdUW M" E «A n)tti* mgrttu owns * ***** 
■Jl bolt Wime gr«hi3 ri c#< M W5"l «W toM !B M i* cnrpilnhi 
j-d iBU PSi3 cimpjlcri. Ih*l ^'i lr«t j E-Of;* gtiflhci :ri 

* H*MllHl«n- lDZ4>reB 

• Harlunlil f r*q a55KHz 

■ .Ztmni Dtfl PllCtl 

* Black Minii Tu his 

• Tilt & Swlvs Si*nd 



MOM' T&MWS H* VGA F5T MONO - papn' while 
7749 FMtftfOfl up ID 9ifiK4W. II 5KHi iHanzDiml SC» Fraqjini^! 
Fart ifflpfK* table. I yBir orvjiit wirrarrt 



VON 
9109 



MOW 



£289 



won 

92B7 



3CM9STJ9 14" VGA COLOUft - 39mm dOl pMch 
HflEOJuliOfl. Wx^eO J1 5KHi fHonmrrl* Sc» Fraqutncy) 
Fiwd rtnrtKt Ctts 1 year on Sfl( warranty. 



ir VGA COLOUR - .29m m dot pitcn 
flBsolJlion M0x«t), 31 5KHi IHonmnul Bcir Fi**»ency| 
Fii«4 'mertjM raWf i year Dri-sts «rrjmy 



£295.96 
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Fturi inifHic* tabu. I rwr ^ Sile *anarty 
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C259.O0 
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MONITOR 
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SILICA SYSTEMS OFFER YOU 



• FREE OVEBMOHT D£LtVEfWi On all hjrdwarft amers shipped in trw UK mainlanrj 
» TECHNICAL SUPPORT HELPUN& Taam of tfichnigil ax|»rls at your Service 

• pwcf MATCH: We normally match competitors on 3 "Same product - same pnco basis. 

• ESTABUSHED IS YEARS- Pravan track fecprd in professional MITHMlter salfl*. 

• BUSINESS + EDUCATION * GOVE&MMEN T; Volume discDufUS available 1or large OidorS.. 

• SHOWROOMS: DemanstraiiOfl and trailing tacililws at oi»r London & S ucj3 branctafi. 
0 THE FULL STOCK RANGE: All Of yoor requirsrlMnla Irom nn» supplier. 

a free CATALOGUES: Will be mailad to you WW athrs and sottwaiB/peripneral flfllails. 
« PAYMENT: By casli. cheque aind all maior credit cards 

Betor* «u d&cide rc buy your ns* monnor, m suggest you think wry ctwluliy a»»ui 
v£>u buv I Consider it will b* Irte a W momhe alter ypu have mads ynur ourchaw. whon you 
m*y reau,readdi1ion»l o^.pheral* w software, or h*l P and adyice And, w.ll the wmpay you buylrnrn 
conraci ynu with new product,? Ai SH.ca Sy^-na. we ensur, itui you will h,« nothing to 

wurfv about W> nive been estpbliahed tor ovpr 12 yoara aod, wuh our unnv*ilpd Mpensnn >nd an- 
DMM can >w ckimio meet our ^tomera requ-r^-naota *nh an undaratawJing which la aecond 
IP none. B,u1 don t just taK» our word ror rt. Complete a*wJ relum ihe coupon nm lor our ib1«*e Free 
literature and begin 1o ncperiwice the "Siltca Syatetna Service". 



MAIL ORDER.: 

Ctt otr Lmw O p*"* 

LOND0U SHOP; 
L0WD0H SHOP: 

Qptilnp Hour*. 

SIDC0P SHOP: 



1-4 Tfw Mews, 

Man Sal t00*m^£Op-n 



Haltieriev nd. Sidcup, Kenl 

Ho Latv Ni flht Dp«tHi>g 



DA14 4QX "fcl: 081-30*1111 

F*. Ho: DBI a« ftfiOfl 



52 Tottenham Court Road, London, 
SalrnVkHE tM flooo. Dxfonl Sineat. London 

Mo^> Sal 8W* ff^.«Hw» UfHIaW: ThunKlTf uflgjjpni 

Hattwrtey FU3, Sidcup, Kent, 0A14 40X 



W1A u£ 



1-4 The Mews, 

Man Sal S00i'Tt-53OpT 



lil:"B7l-SM 1234 

Carttnaton: at ** 

fcl: rjftV3Q2lt11 

Ft. ho oav»»(»ii j 



To: Silica Systems, Dept PSIK-12B1-64. 1-4 The Mews, Hamerley Hd 



I 



M r,"Wis,'rVs: 



Addrfrfta. 



initials' 



Surname; 



Sid cup, Kent. DAI 4 4D% t 

NIT0R INFORMATION 

I 




MAIL ORDER HOTLINE 

081-309 1111 



SfUCA 
SYSTEMS 



f«| ■.Home' 

Company Mama iif upplieabla): 



Ptislcctde: 
fcl (Work*: 



I W hich CDmpuWW, II any, do you rwr»7^. . . . . ■ - ^■■■■^^ & ^^/ 



THE 



IPSTER 





he time has .slipped away once again, Christmas is 
looming on us once mow, shops at e shoving the 
"Xmas spirit" down our throats tike there is no 
fottitxxni- and there air 20 million worried turkews 
hurriedly hatching escape plans he/ore it is tit late. 
More importantly the nights are drawing in and fhe holidays are 
hurtling tantaiisingiy quickly (w ards us, which means (hat there 
are many hours of joyous late night gaming ahead of us. 

What heifer early Christmas present from your friend and mine 
(what modesty!) than a bumper {and I mean a very bumper!) 
col tertian of yule tide tips and hints that should tide you aver until 
(he new year when we meet again. 

This issue has tips for Mountain Bike Simulator, Lode Runner 
and Dungeon Adventure. All you amateur cartographers have 
been busy, sending in lots of different maps for all the best games. 
This issues map is from the adventure Lapis Philosophorum. Get 
those swords and torches out. 



LODE RUNNER 



has become much easier now 
that Jason Kendall of Peterbor- 
ough has given you this com- 
prehensive list of control features. To use these you must 
hold down the CONTROl key and then press the appropriate 
key. 



CONTROL + 

F 

A 

U 

R 

+ 
* 

D 

K 



EFFECT 

Increases lives (max. 255) 

Kill man 

Up 1 ievel 

End go 

Slower 

Faster 

Toggle digging direction 
Keyboard controls I— Up ; 
M=Down: J=Left: K-Right 
Joystick mode 



Also from Jus are a couple of tips for some classic adventure games. 

RETURN TO EDEN Irom tr»e SILICON DREAMS trilogy 
is ihe first tor the Kendallsoft treatment. If you can't get rid of the Leviathan in 
the nver then offer it lish fungus. You plan! the brick in green sward with 
shovel and enter the house plant to find the fungus. 

h MYSTERY FUN HOUSE from Scott Adams {what 
ever happened lo the maestro? If you know drop me a line and we'll talk 
adventuring) rf you wani to know what to do in the house then read on. Move 
OUT OF ORDER' sign from fortune telling machine to shooting gallery. Return 
through maze to room wilh clay pigeon, this is now sale to pass through. 
Nearby is a hidden room wilh secret plans which, when taken should end the 
adventure. 

Sorry thai last bit wasn't backwards bul I can't type il all in sdrawkcab. 



The Tipster hasn't faded 
away, he's back and 
stronger than ever!!!!!! 

PUSH THEM PEDALS! 

Mountain Biking need not make you sweat any more thanks to 
Johnny Chan of Ledbury who has lots of nice hints and tips for 
PRO MOUNTAIN BIKE. He has the list of article* needed from 
the accessory shop and some hints when you get racing. 



Level Articles 

1 NOTHING 

2 NOTHING 

3 FAT TYRE 

4 PUNCTURE KIT 

5 FAT TYRE, OIL CAN 

6 ICE CHAIN, FAT TYRE 

7 ICE CHAIN, FAT TYRE, 
PUM.TURE KIT 

8 ICE CHAIN, FAT TYRE 

9 ICE CHAIN, FAT TYRE, 
PUNCTU RE KIT, OIL CAN 



Name of level 

EASY PEAKY ONE 
U CAN COPE LAND 
YOU DUNE WELL 
MOUNTAIN SPIKE 
WATER WAY 2 GO 
ICE AND EASY 
A SILLY CON 

TINKS LEVEL 
A MIX DANGER 



For levels 10 to 13 use the same articles and you can't go wrong. 

Winn ;in'i virij! .ji :h hrifk ramp, go up in thr: lowest Hpeed. When 
coming down speed up. 

When arriving at a hill, go up in the fastest speed then slow 
down to half speed Just under the letter "E" at the bottom. 



QUICK E'S ... QUICK E'S ... QUICK F$ ( 



Leigh-on-Sea is a very busy place and Matthew Graham sends a quickie 
lor C APT. STICKY* S GOLD. II you press 1 to 8 and 
then start the game then you are taken to Ihe appropnate level. 

REAL SPORTS TENNIS shouldn't be a problem any 
more as Robert Maclean (sorry losl your address drop Page 6 a line and 
you'll get your badge) says that when playing the computer al singles 
.once Suff has been played go to the net and play a short rally, the 
computer will then try to lob you. Go back and smash the ball away from 
th© computer and you will Ehen win 6-0 6-0. 

At the high jump in TRACK AND FIELD when the bar. s 
set to 2.40m you can go underneath it. 

SPIN DIZZY is frozen in time if you type PAT on the high score 
table. You ve got Katrina Gattrell of Newport Gwent lo thank for the last 
two. 

A nicely complementing couple Of lips frorn Andy Sharman of Banbury 
Oxon. First up are a tew hints for KICK OFF When you have the 
centre keep chipping the ball down (he pitch. While you are doing that the 
opposition will not move. When you get lo the goal, chip the ball inlo the 
net and press fire and you are given a goal. (Make sure you chip the ball 
from the centre.) 

If the ball gets too fast lor you in ARKANOID then gel someone 
to put something heavy on the space bar and the ball should then slow 
down! 
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Lapis (Phtfosopfiortim 

All the way from Germany comes Lhe Complete solution to 
LAPIS PHlLoSOPHORL'M, kindly donated by Christoph 
Raudles of Kirchheim Teck. 
As Is the way. FIRE CMJN = KKIF NLfG 

U, NEPO TSEHC, EKAT KOOE&ETUL, NWOD, DAER KOOB, 
PORD KOOB, TUO, N, W, Nl, DNEL RED DAL, TUO, E, E. S. 
S t S, E, HCTAC ESUOM, W, N, N, E, PU, TCARTTA TAG, W, 
W s N, N, Nl h EVIG REDDAL, TUO, S, S, Nl r VALP ETUI, TUO, 
W, S, EVIG TAC, H t E, E, YUB LEVOHS/EFINK, N, N, EZI- 
TONPYH SDRAUG, N, DAER NGIS (TON YRASSECEN), N, 
W, N. TUC DAER, N. OG RETAW, E P N, EKAT KCITS, W s N, 
W, W r ENIMAXE MAOL PORD DAER/EFINK, EKAT TNIRP 
HTIW LEVOHS, E. E, S, S, S, S, E, S, S, S, S s S, W, S s S, 
ENIMAXE HTIMSKCALB, N, N, E, N, N, N, N, N. W, N, N, N. N, 
W, EKAT EGAILOF. W ; S, S, EKAT SGIWT, N, N, W, PORD 
SGIWT;EGAILOF, E, EKAT KCITS, W s EKAM ERIF, W, W, S p 
DAER NGIS(TON YRASSECEN), NEPO ETAG, S, E, ENI- 
MAXE 5EGAC, EKAT TEEHS LATEM, W, W P KAERB PU 
ROOD, W, S p PORD LEVOHS, EKAT GAR, HSILOP TEEHS 
LATEM, N p E p N, N p E, E r E T S, S, S, W, NWOD, ESU RORRIM, 
PU, E, N, N, N, N, W, W, W T S, S, W, N, NEPO HSAC XOB ; 
(TERCES REBMUN), NEPO HSAC XOB\ PORD RORRIM/ 
GAR, EKAT REPAP/ELTTOB, DAER RE PAP, S, E, N, PROD 
YEK„ N, E, E, E, S. S, S t W, LLOR ENOTS, S/E/S/S, PU T EKAT 
REWOLF. NWOD, N, IM. N, E< EKAT REHTAEF. W, N. N, N, E, 
E, S, S, S p S r E, S, S, S, M, PORD REWOLF. ELTTOB^REPAP, 
TUO, S, YUB EXA.'PMAL, E, Nl. YUB EPOR, PORD YENOM, 
TUd, N, N, W, N, N, N, W, N, N, N, N, LLEF EERT, PORD 
EXA P EKAT SEERT, W, N, DLUIB TFAR, PETS NO TFAR, 
ELDDAP N N'L, EVAEL TFAR, E, S s SEY, NOITULOS, S 5 
KOOL Nl TSEHC, EKAT REMMAH'SLIAN. E h E. S, EKAT 
YNOCLAB, N ( W, S, POHP LENNUT, W, EKAT ERO, E, N, N, 
ELKCIT NOGARD, EKAT DNOMAID, W, EVIG DNOMAID, N, 
W, PETS NO TFAR, W, S, S, EVAEL TFAR, S, E, S, S p S, 
S. E, S, S, PORD KCITS PMAL, E, E, EKAT TOP T W, W, S, S, 
S, EKAT HETAW, N, N, Nl, EKAT RETAW, N, N. Nl, EKAT 
REWOLF/RIXILE(?), EKAM ERIF, TUO P N, N, N t E f Nl, E. 
THE END ----- 



E '$ QUICK E'S ... QUICK E'S ... QUICK 



Three nice and easy lips from Faisel Choudhry of Islington now 
follow and lirslupis GALAXIAN For infinite lives start 
the game when your missile is ready and press SELECT quick- 
ly. Although the game prompts 'game over' you can still play. 

Next up is an easy way for Spiderman to get 4 or 5 gems 
quickly in QUESTROBE II. Go to the elevator and 
enter the Shalt and type in "EXAMINE TOOL NICHES" Repeat 
this procedure until there are no more gems left. 

Finally is a "get you home" method of navigation for 
TOMAHAWK, If your navigation aids fail don't panic, 
just land and take the helicopter up to 10 feet and bring your 
speed to around 10-15 Knots and you should find a helipad, 
then land in the normal procedure. 

Press lhe space bar during STAR RAIDERS and 

a sign saying "What's Wrong?" comes up. Thanx Robert Jordan 
ol WaHington, 

This issues last Quick E comes from Janice Phinnemore or 
more precisely her S year old son Christopher of Brynmawr, 
Gwent (a few more years and I'll have to watch my step!) Once 
you have typed in the numbers from Issue 51 to access the 
cheal mode in MINER 2049 er find a sate place on 
lhe 1st screen and press ESCAPE twice once to pause the 
game and once lo un pause, then press shift and the level 
■iu Tiber required. 1 lo 1 0 (0). Well done Chris!. 



3 Laj?is J^Ado50J)hofUPH 
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From the same stable as th* last issue s ST demo tips comes a couple mart; 

SYNTAX 
TERROR 



When the demo tells you what it is not at the 
beginning type in GESICI fTKONDOM and 
you should see a hidden screen of the coders 
□s youVe never seen coders before. 



Clf in Q Alif Pate opposite the door with ACF3 Oil it and 

liVJl then go into It for hidden screen number I 
[THE ANTT AMIGA SO NO) and then face the 
door with TRTT on it and then lurn rl^ln mid 
go Forwards one keypress and then turn 
light and you should see a door at the end 
of a corridor, this Is the second hidden 
screen, 
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DUNGEON 
ADVENTURE 



From Stephen Rambaron |h«pe I've spelt your 
name light!) js a bucket load of Invaluable lips 
Ibr Level 9"s DUNGEON ADVENTURE. (Stop 
1 pratllng about ! hear you cry and get on with W. 
"Ri^ht here^oes) 

1 . Whrn you wake up you should take the wood and go into the packing 
case and take the chandelier to tnvc-ri the room, Go to the machine and 
push the button to make a t»py of yourself and then exit the case and 
then take It 

2. On the K.ksi/Wcnl ruiid yuu should £*o and get Ihr puppy seed pod for 
the faUrjwiityj IbLnfts: 

1| Drop It in the clearing to scare the giants away, do this from 
above In the tree- 

il) Examine the pod on the stepping si tines tu the island so t hat 
you can get past the strfn. 

ill) Drop the pod outside the bird's nrsl so that Lt files away and 
you can get the Jade egg. 

3. Once on the island Lake the siren's mirror and go cm the East/West 
road to where you normally get bit by Ihe sleep spell and it will bounce 
of the mirror then take what the thief has left. 

4. Once you have six possessions go back to the Island to the near side 
and I hen throw sLx possessions. The tree then has no arms left so go 
under It. When you threaten to cul ti down a wood nymph will appear 
and oiler you an Idol In return fur its life. 

5. Go up the strep hill and wait at the top. When the people there 
appear, play the game and they use your dice, therefore you win. 

ti. At the fire Junction light the drift wood so that yuu have ll^ht lor I he 
caverns. 

7. In ihe room with eight exits you musi do Ihe following: 

1} Get the octopus from the first dead end room to ihi- North/ VVVnI. 
Ill Go Into the second dead end room and Ret what Is there, 
Hi] Go to 1 he West and get all that you find In (hese rooms. 
Remember to search the corpse, 
lv) Go East now to get the needle. 
The last two can be dune in either order. 

8. You can use the ease as a large store room for when you run out of 
room in your arms. 

9. In the cavern room use the corpse as food for I he jelly. 

10. To go up the chimney you must wear the ™ld cream from the 
cupboard. 

1 1 . Use the potato in scare away the rat at the Junction. 

12 Use the nails and the hammer to close the raffin in the tower on the 
ore's nose. 

13- Use the cracked pot in the cell to get some slime to trip up the goat 
on top of the statue so that you can get the horn. 

14. Use the hollow In open the doors to the fort above the ore s head, 

15. The password lhat Ihe i»uafc1 Is looking lor is "PASSWORD". 

16. The collars that are around are for the teleport sysiem. The only one 
that is reallv Important is the Mlthrill one because it can be used to 
teleport to any of the other pedestals. Mlthrill will also get you into the 
throne room, 

] 7, When the Roe lakes you to his nest squeeze the caterpillar to get the 
rope to escape. Keep the caterpillar as he is valuable. 

18. The dwarf Is important as she leads you to the ore that Is very 
valuable, 

19. Use the horn to scare away the advancing ore army when it arrives. 
20 When you are out of the nest you can find a wisp thai can be 
trapped Ln the miners; helmet and used instead of the wood. 

2 1 . If the wood starts to go oui gel back lo the junction and re- light II 

22. On the wide ledge near the slime you can eat the mushrooms lo 
make a golden bridge. 

23. The deadly gem near ihe ghostly ores can be broken usin^ the 
hammer, removing the ghostly ores, 

24. tn the U-shaped passage push the three nicks away to reveal an 
entrance, Once in push the boulder to remove the moss. Then go 
I'urlhfT in ,ukI t;ike Ihe sword. 

25. Use the sword to kill the dragon above the room with six exits. 

26. The flint that passes your nose will nut be there if you get rid nf the 
dragon. I This is in the six exiled rooml 



This bil s a correction lo a tip that appeared In Issue 51 (must 
havs been sleeping, eating, dreaming or generally doing stuH 
that any normal run of Ihe mill columnist does in the time not 
spent chained 10 the key board!) Ths tip concerned VEGAS 
JACKPOT. What you must do is press hetp II you run out of 
money, 




BOUNTY BOB STRIKES BACK has a nice warp feature 
in it that has been exploited to the max. by A.B. Card of Morden. You 
can miss out those tedious levels that get in the way of reaching those 
elusive final levels, To get to these levels read the spiel below and then 
get busy. 

Level 1 Immediately after picking up flowerpot. Hold down 1 and 
START together to warp to level 4 

Level 5 Pick up teapot.Hold down 8 and START together to warp lo 
level & 

Level 10 Pick up hident.Hold down 5 and START together to warp to 
level 14 

Level 3 Pick up chalice.Hold down 4 and START together to warp to 
level 15 

Level 16 Point arrows 1 & 3 to the left. Pick up pie dish. Hold down 9 
and START together towarp to level 19 

Level 1 Destroy all monsters. Pick up paint roller.Hold down 3 and 
START together to warp to level 22 

On completion of level 25 you can select any level you wish by using the 
special codi 



I In 




T T T 



The wanted set-lion this Issue kicks off by Peter Panagioto- 
potilos asking for help with INFILTRATOR because he 
doesn't know where to land. He also needs help with THE 
PAY OFF but if you look in one of the previous editions 
of the Tipster you will find the complete solution to It. 

Malcolm Attard asks for some really good help for all of the 
following arl ventures; SPTDERMAN CIRCUS, 
RETURN TO EDEN and TIME MACHINE 
Part of the answer to SPIDERMAN can be found elsewhere in 
this Issue {if it's made It to the final copy?) 

Nest issue we will be having a full solution of THE 
GOONIES, comprehensive help with the bonus game 
STAR TREK on issue 5 I s issue disk and much more 
beside. 

The Starfleet Controller (no that's not you Harvey, your time 
will come! Although don't stop sending the hints and tips, 
they "re brill!) still hasnl replied to my last communique so the 
Mayday message goes out again. If it reaches Bournemouth 
then please respond as you said you had lots of nice maps 
(remember the 16 bit show?l. 

Well that has just about wrapped it up for another time, my 
power pack is almost on melt down, the stereo is straining to 
keep up with Bon Jovi and J.M. Jarre and besides my eyes 
are now a rather nasty obloid shape. I must now bid thee "fare 
thee well" and I hope to see you the next time, same time, 
same channel 

So Its goodnight from him. honsoir from them, and ta ta from 
me your favourite poly mimetic alloy T1000 terminator. 

Send your bits n n bods and maps 'n' things lo: 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST1G 1DR 



Remember I'll be bacJc!!!!! 
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A ATARI ST 

520ST-E DISCOVERY 

XTRA PACK 



4 III 

= °3 

= 05 

y 
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1040ste FAMILY 
CURRICULUM PACK 

The Family Curriculum Pack 
comas with a 10*0ST.£ com- 
puter and mouse pHus 5 software 
modules (3 lilies m each), one for 
every age range, The combina- 
tion ol education, creative and 
business software from A:a*i. 
plus the FREF enleriai nmenf and 
productivity pacKs Irom Silica, 
maKBs for a package ihe wtio4a 
family can sn ny! 

PLUS! mi HOLIDAY ACCOM 



WD 104QS1 E + MOUSE . 
1. PLAY & LEARN 

2 JUNHJR SCHOOL 

3 CCSE REVISION 

4 BUSIKESS COMPUTING 
5. CREATIVE COMPUTING . 

PUIS1 FREE FROM SfLtCA 

TENETA.FI PACK EZIfl.TB 

PFlOCHJCTlVfTV PACK BKJ5 

TOTAL VALUE [1210.2a 

YOU SAVE: £011.23 



E76.5S 
TWJ.M 
£55.51 
EISfl.K 
1134 97 



S1?K FHJ$1t * MOUSE 



S3JB 99 



entertainment software-. 

FINAL FIGHT - rfnew* Sim» £2S.4« 

SIM CUV ■ .Lite £29.95 

9 UVPS • Af.Tfl.ift £da™ £i9.« 

HCJ0QT m0N$TEA$ - j»rr«fa CIO 42 

CONTflOl AOC - Vtrhty Software FREE 

EMULATOR ACC ■ rJfrt(|f Softwirti FREE 
FIRST BASIC • PnHtrtwniflO 

NEOCHFtOME - An RBC**P* E29.SS 

ST TDUH - IWPrtar £*.» 

PLUS: FflHE FROM SILICA . 

TENSTAR [JAMf-H PACK C219.7I 

PHOOUCTlVlTy PACK frlfr* »7 

TOTAL M4U/E. "tiSMJ 

yoty save.- •saoy.oa 
SJirCA. 13ZB 



fMIME fH 

HOLIDAY 



ATARI 520ST-FM 
DISCOVERY PACK 

£259 

INC VAT + FREE DELIVERV ♦ I HLL "LNSIWl 4 PBOOIPCTMTV RACKS 



ATARI SI ■ MORE THAN JUST GREAT GAMES! 




HLiC* PHILb • :HC VA 1 + FRfE DELIVERY 




Oft* ift® ATARI ST 



The TenSlar Games Pack is THE software 
compendium for Atari ST owners, featuring ten Cop 
title 5 with a variely ol different types of games for 
you to enjoy. Each title is packaged in its own 
plastic case, with a colour sleeve and full 
instructions The TenStar 0 aires Pack is FREE! 
when you buy your ST from Silica Systems. 



[FREE!) _ £219.78 







■Uc-.riii 




TENSTAR GAMES PACK ! 
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SILICA SYSTEMS ST 
' PRODUCTIVITY PACK 



tv^y Alan ST rrorr S-cft comas witu a FREE Silica ST Productivity Pack. 

wnrth nwir nOA Tiis p«ai:k has bo*n specially pul tcKfrthor by SiliCaU help 

you » oel 1o gnofl wrlh the productive aids <st 
computing Imm day on*. Each Mle- ha;; bwr I ■;(*;! 
and tested Dy »rw or thousands Atari ST owners., 
who ham btgun ward pf DOHsiiy with 1fl WCifd 
and prugrarnmini} with Atari ET Baaw 

in WORD - Horn GST inn 

spell in • to usk wtih 1a wono Cie.ae 

ST BASIC - ttilh lUtcrilJ E2*.9S 



l3" 



u 



FREE! 



IB MIGHTS HOLIDAY) 
HOTEL ACCOM MO DAT ION J 



Every Alan ST Irom Silica comes with a FREE 72 pugti, hill colcwf 
brochura wittt accorn?noda.i>on vouchors Thesti vouchers entille 2 
people to stay up 1o 16 nights in oris hotel <tir 
any number ol hoists, SO a IfltaJ Of 16 mght&l 
wlh aL ::..i-i i-i-jd-dtiuii FREE i'yOu OOu\6 take 

up to aix nights tor tour people, or other 
options}. Ciooee t^orr ;he «j0 txn^s iRa:ur<Ki 
in ttve calalngun. All ynu have 10 pay 1or are 
your meals, tpnoes are listed m 1he brochure}. 
Heouced rates m 1op Loryjon hotels and 
hotels in France ar» alxo FaaturBd. 




[TOTAL FBEE PACKAGE ) 

TENSTAR GAMES PACK - £219,78: 

Asterix - By Coklet Vision £24,99 

Chess Player 2150 - By CP Software ....... £24.95 

DliVlrV Force - By Digital Magic £19.95 

Live & Let Die - By Elite , E19.M 

Onslaught - By Wewson £19.99 

Pipe Mania - By Empire Software £24.99 

Rick Dangerous ByFimtird £24,99 

Rock 'n' Roll - By Rainbow Arts £19-99 
Skweek - By US Goto' £19.99 

Trivial Pursuit - By Qomark £19,95 

PRODUCTIVITY PACK - £104.97: 

1st Word - Word Processor 

Spell Itj - SpeSf Checker 

ST Basic - Programming Language , 

TOTAL RRP: 



£59,99 
£19.99 
£24.99 



£324.75 





PLUS! mU HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



■ FREE OVERNIGHT COURIER DELIVERY; On all haJtrware orflwrs shipped in the UK. 

• TECHNICAL SUPPORT HELPLINE: Team of Atari technical experts at your service, 

• Pft/CC MATCH: We normally match competitors on a "Same- frodw^ Same price " basis 

■ ESTABLISHED 12 YEARS: Proven track record In professional computer sales 

• BUSINESS + COUCATION ■+ GOVERNMENT: Voiuma discoi. n1s available Tor large Orders. 

• SHOWROOMS. Demonstration and training facil Lies al uur London & SiOCUp branches. 

• THE FULL STOCK BANGS: All ot ywr AUn nequiremenls from or? supplier 

• FREE CATALOGUES: Will be mailed Ed ynu with offers and sullwaie/rJeriprieral details 

• PAYMENT. By cash, cheque and ail ma»or credit earns 

BrHDNt yau dacida whon to buy ynur new Alan £T Colnpuier, we i-uyuwi: VSl think Very CaretUlly OlWUt 
WHERE you buy it. Consider what it will oe li ke> a f«w mon|h» afiar buying your ST, whan you may re- 
quire additional peripherals or software, or help and advice with your new purchase And. will thn com 
pnny ygu buy ftt/m oo*rt»ct you with deuiilfi or new products? At Silica Syfiiema, we enaore Qiat you 
rtiH have lathing to worry about. We have been established fof over i2 yenn* und, with gur unrivalled 
■iperience and mpartise, we can now claim 10 meal our cuBtomera reqo<remente wUh an understan- 
ding which is aecond 1o none. But don'1 juet ta»» our word 1or M Complete and "Murn Ih* coupon now 
for o.i * lalast Frna lilaralu.-e and bagin 10 axper^iice Ihe "SillCft SySlShlS Service". 



fflBHffllfR^~^^^ni!r^ew^latTS 

Owtff UftM Op«n: Hon B«l aOQarn-eJOOpm Ha lMr N yn Op^"n|) fm No: QW-aoe dbdi 

LONDON SHOP; 52 Totlenhan: Cnurl HoarJ London, W1P OBA Tel; D71-M0 4000 

OpMilnfl HntJi: Bkm Si BJOrn-ajOPpcn UN* NtgM Thuf*d*f un til Ipm Fti Wn: fln-3B*737 

LONDON jSELFHIDGESj:. .1st Floor, 369 Onlord Strsrt, Undon. W^A »AB lei: 071-429 123* 



Lat> WflH: tlnirtdajf until eptn Mat; far mBralon 3t\4 

1-4 Trie Mews. Hatherley Rd. Sidcup, Kent. DA14 4DX Tel: W1-3B2 M11 

v-:ii3hi HiX*niS.-)£^im um h 911 F may jnUITpnn fv Ho rXt'-m «n ? 



OpanMtg Houra: aton Snl ■JOi'n-i) Otpf" 

SIDCUP SHOP; 

Op*nwin Hout 



Silita Systems, tept PSIX-1291-63. 1-4 The Mews Hal her ley &idtup Ken:. DAM -m 




MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



PLEASE SEMD FREE ATA RI COLOUR CATALOGUE | 

I 



Mr-'Mrs/Ms: Initiels: Surname 



PtBJcnde: .. 



Tel: I 

^WilClJ CQmpiilefW. II any. do yfly own? „.. 



REVIEWS 







CARRIER FORCE 



Congratulations to Gary Grimsby for destgning for Strategic 
Simulations such an exciting, rewarding and stim ul a t i n g 
game. 

Here is a ffamc that has everything the advanced wargamer 
could wish Ibr - good- well-printed Instructions, ample 
graphics and a map an which one can chinagraph positions as 
the game progresses. 

Add to the above, historical accuracy of the hattles depicted 
and (he choice of playing not only a surface to surface scenario 
hut also sending out bombing missions, fighter to fighter 
anion and ship to base sorties and you have all the ingre- 
dients of a first -class game! 

The sixteen pages which make up the instruction manual are 
clearly printed and are well laid out - the player should have 
no dilliculty in referring to the instructions and quickly finding 
the information required. 

The choice of game this package gives you is quite amazing. 
Firstly you have the choice of four scenarios: Coral Sea, Mid- 
way, Ka stern Solomons, and finally Santa Cruz. At the start "1 
each game I he computer will position ships according to their 
historical locations prior to the battle chosen. You can if you 
wish, choose to randomise your game at this point, except for 
the scenario depicting the Coral Sea. 

Next comes the sequence of play, in which you adjust your 



fleet requirements and deride your battle tactics. Each game 
turn represents one hour - at the commencement of each turn 
the clock, calendar and weather are adjusted to reflect the 
passage of time and the changing battle conditions. Daylight 
hours are 0600 to 1800 hours inclusive. You may divide your 
task force if you wish and scuttle crippled ships using the Task 
Force adjustment phase of the game, Transferring ships from 
one force to another is also permitted 

The map display Is excellent in this game, not only showing 
clearly the p<isllit»ns of Ihe islands bul ;ilsn showing licet 
positions (Americans in blue. Japanese in orange). Task Force 
movement occurs at the end of each game turn and loss of 
points can occur under certain conditions, for example, chang- 
ing headings, landing and take off of aircraft from earners mid 
if your heading course Is different from the wind direction! 

Launching air missions may be facilitated from land bases as 
well as carriers. Seaplane missions may also be launched for 
the purpose of searching for enemy forces, they have an 
endurance of sixteen turns 

The type of mission that may be flown by combat aircraft is 
determined by (a) the type of aircraft and (bj by the type of 
ordinance carried by the aircraft. I"he types of missions are 
listed in the manual under four initialled headings: F for 
lighter patrols; AS for anti-ship patrols: HE for high explosive 
and N for not armed |that is aircraft returning Jmm sorties!!. 
To launch AS or HK missions aircraft must have been readied 
at a previous turn. 

There are operational limits imposed on both carriers and 
land bases, the player can consult a table in the manual 
expressing these limits. The carrier limits are llcxible according 
to wind direction but land base limits are fixed. Air missions 
may consist of available seaplanes or combat readied aircraft. 
It is permitted to form a new mission from a carrier base and 
reinforce it from another carrier base within the same hex 
position. Bombers on air missions loaded with anll-shlp ordi 
nance cannot be mixed with missions carrying high explosives. 

Air Mission Status Display lists the data giving location, 
number, time in the air. quantity of each type of aircraft, 
ordinance and air time for each type of aircraft. Tor bomber 
missions ordinance can he jettisoned before moving the 
mission. 

After selecting the status display the map will appear on the 
screen with the cursor indicating the location of the air mis- 
sion. Player options will appear at the bottom of the screen, 
these consist of ten options: (1) to (6) are directional (move 
north etc), option (71 is for landing, (81 searches current hex, 
(9) identifies Task Force numbers and (0) searches current hex 
using only mw movement point, the various tables in the 
instruction manual indicate the points allocated to the aircraft 
and ships used throughout the game. 

The Combat Resolution section of the manual initiates the 
various combat options available to the player, from air to air 
combat through air to surface combat, bomber accuracy. 
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bombing bases, surface combat, submarine combat H coastal 
bombardment, unloading transports, capturing Midway to 
Battle Reports. This is the first mention of submarines and 
gives an added dimension to the battles! 

The General Operations section gives you the endurance 
capabilities of the aircraft used in the game, the Ship Damage 
points system. Damage Effects percentages and Base Damage 
and the effects of weather on the battle scene. Included also 
are Non-Combatanl Losses, Scenario Duration. Aircraft Classi- 
fication, Air Base Restrictions, Radar and Pilot Ability Ratings. 

Next cornea the Scoring Section, Victory Conditions, Strategy 
Notes and finally Scenario Data which consists of tabular data 
relating to all the ships and their locations used In the four 
Battles in the Pacific, Coral Sea, Midway. Eastern Solomons 
arid Santa Cruz. 

Tills Is Indeed a game to study and enjoy, I am sure veterans 
of this period will find very little to criticise in this game 
especially with regard to its historical accuracy; experienced 
players will no doubt have great difficulty in pressing the 'Save 
the Game" button - It gets just too absorbing to leave! 



WARSHIP 



it says on the box (hat IhLs !s .1 game lor ilic Advanced Player 
but, with the option to design your own scenario and choose 
you own battlefleet 1 certainly think this game can be played 
and enjoyed by less experienced players. Having said that, the 
potential player should not be lulled into the idea that this Is a 
simple game to play - a glance at the 2 1 pages of instructions, 
neatly divided into lfi sections plus what amounts almost to a 
Jane s Directory of warships of the period - will soon dispel any 
illusions? 

An hour or more studying the instruction manual Is an 
essential start to this game. The instructions are clear and 
succinct and take you from section 1 - the basic step for 
starting the game to section 16 -which tells you how to modify 
your ship s data to create your own design of ship, Not only 
can you design and create your own fleet but, you can build 
your own scenario or. if you wish, choose one of the scenarios 
presented by the software - these consist of four great battles 
which were (ought in 1942/ 3 ai Guadalcanal^). Empress 
Augusta Bay and San Bernardino, 

limldiug your -mi- n ri;uu iSrHi.m I r >.Ol rasv u. do and 
with 14 different design squares to use it gives plenty of scope 
for the imagination. The maps can be saved to a scratch disk 
for future battles as. of course, can partly -played games I 

the player has a vast choice of ships both Allied (53 shipsl 




conducted by 
Norman Davies 



and Japanese (27 ships) plus of course, making up your own 
fleet. Having chosen your fleet, designed your scenario or 
chosen one from the software and given your fleet its orders, a 
flip of the disk lakes you to the game side of the game Here I 
must admit I was disappointed - Ihe graphics are Indeed basic 
and the sound effects are more amusing than effective but 
then this is a game lor ihe thinking" player so the above 
criticisms are but minor irritations and certainly do not detrart 
from the quality of the game which is excellent. 

As this is a game involving not only a time scale but also 
movement and speed, let the player be warned - ships can 
collide! With varying speeds and a medium to large fled to 
command' the player needs to have his wits about him! 

The multiple facets ol litis game, its potential for a realistic 
tactical warfare game, its built-in danger from the enemy to 
the scenario involvement [you can run aground! I means this is 
a game that requires a whole lot of playing. I'm sure the player 
will stop only wilh reluctance and will return with enthusiastic 
anticipation. 

WARSHIP and CARRIER FORCE, along With several other war 
games is available from Miles Better Software wlw kindly 
supplied Lhe review copies. 



CARRIER FORCE E16.95 
WARSHIP £19.95 
Both by SSI 

Available from Miles Better Software 
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REVIEWS 



MORE APX 



Last issue we discussed the background of the Atari 
Program Exchange cmd examined a Jew of the best 
entertainment titles they released during the early 
1980s. This time ute explore the more 'serious' categor- 
ies of user-written software, 

FAMILY CASH FLOW is characteristic of much APX soil- 
ware in that it was originally conceived, written and tested for 
the exclusive use and enjoyment of its author. The program 
helps to keep track of personal finances by enabling storage of 
monthly income and expenditure details. It's fully menu driven 
and the options enable you to input information, list an over- 
view of your financial situation and send an annual report to 
the printer. The transactions are divided into thirteen categor- 
ies such as food, taxes and leisure. You can keep a general 
cash total for each section or enter dates and descriptions for 
Items grouped within the main heading. In common with many 
APX programs, Family Cash Flow is written in Basic - this isn't 
as much of a drawback as you may think, since It means you 
can modify the code to meet your exact requirements. 



UTILITIES 



Programmers should find BLIS a welcome assistant. Blis is 
an acronym for Basic LISter and its purpose is to print prog- 
ram listings in a format that's more understandable than 
usual, rilis achieves this by indenting logical units such as For 
.. Next loops and If,, Then statements, splitting multiple 
statement lines onto separate rows and highlighting remarks 
In bold type. It also converts non- printable control characters 
into readable representations, adds page headers and titles 
and automatically numbers the pages. Although designed for 
the ancient Atari H25 printer, Hlls worker! successfully with my 
Panasonic and should therefore also agree with other Epson 
compatibles- 
There are four programs contained within THE BASIC 
UTILITY DISK: Masher compresses Basic code into a small 
amount of memory by eliminating REMs, converting constants 
into variables and pat;kin£ together short lines into longer 
ones. All you do is specify the input/output filenames and 
estimate the number ol variables in the source file. The conver- 
sion is extremely long-winded but it works! XRef analyses 
Basic code on disk and displays the number of variables used, 
their names and the line numbers in which they occur - this 
roukl be helpful when debugging complex programs. Variable 
Changer allows you to modify a program's Internal symbol 
table to improve the readability of listings or conversely to 
protect them from unauthorised hacking. Lastly, the Ultimate 
Renumber Utility claims to add an extra command to Basic - a 
facility to modify line numbers between any two points In a 
program. Unfortunately, it appears this Isn't compatible with 
the KL/XE so unless you own a very old machine, you're 



reviewed by Paul Rixo 



unlikely to be impressed! Be aware that a few programs in the 
APX share this problem, which may or may not be overcome 
with a Rev. A' translator. 



EDUCATION 



The APX released a number of educational products for young 
children. TYPO ATTACK is one such program that proved so 
popular It was later adopted by Atari for inclusion in their 
full priced range. Typo Attack presents the user with a screen 
comprising eight bases which must be defended from a bom- 
bardment of animated 'typo' invaders. Although It's rather like 
an arcade game, the educational value is derived from the fact 
that to destroy the invaders you must type in a character 
appearing beneath the appropriate base. As you become more 
proficient the invaders speed up and the characters change 
more frequently, eventually forcing you to rely on your touch- 
typing skills Instead of searching for the corresponding keys. 

Aimed at children aged three to eight years, COUNTER Is an 
introduction to numbers in four languages. First of all the 
program displays differing numbers of Gorks (who are. of 
course, flve-legged creatures from Atariland) on the screen and 
gives a visual and sonic reminder of the correct value. Once 
introduced to the basics, It's time for the player to have a go. A 
series of objects - such as cherries or sailing boats - are 
displayed, one at a time. When they've all appeared, the player 
Is requested to count the objects and enter the number - 
success is rewarded by a short melody. There are six skill 
levels corresponding to the time limits imposed, and a choice 
of English, Spanish, German or French prompts. 

Ending on a musical note. INSOMNIA provides an easy 
method of generating complex sounds for basic .Manies am! 
applications. Instead of having to experiment with numerous 
loops and delays, you can model sounds by plotting points in 
ilirve screen windows for volume, frequency and distortion. 
Almost everything is joystick lor paddle) controlled and there 
are options to isolate individual voices, change the clock fre- 
quency for special effects and save work to disk for future 
revision. Finished sounds can easily be integrated with oilier 
basic programs, by incorporating the short code supplied 
which sets up a machine code routine to play thcrn during the 
vertical blank Interrupt. Whether or not you understand how It 
works, with a few POKEs it's simple to create some Impressive 
noises r 



LUCKY DIP 



To conclude, the APX is best regarded as a lucky dip of 
computer software. It's not all great stuff, but there are cer- 
tainly some useful programs and intriguing ideas Just waiting 
to be discovered. 
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BACK ISSUES 



GKAUN INTERNATIONAL 

1 1 Shilliio Road, Parksionc, Poole, Dorset BH12 2BN 



Hardware Upgrades 
1 -4MB memory upgrade for 800XL, 65XE or 1 30XE. 

Please specify model. Requires RAM chips £49.95 

256KB memory upgrade for 800XL, 130XE compatible. 

Requires RAM chips £24.95 

80 column OS wilh WP & comms software £22.95 

80 column OS + OS switcher board .♦. £37.50 

80 column OS + switcher board + OSN XL , £57.50 



Exciting IV E W Products 



We are very pleased to announce the availability of 
ChromaCAD 3D Mtidel Builder (£24.95) & ChromaCAD 
Surface Shader XE 91 (£24.95). 

Model Builder allows you to build any 3D model you can 
dream of - including models of human heads, which can be 
constructed so accurately that, when viewed with Surface 
Shader you will be able to recognize the subject from the 
model. Surface Shader displays any model constructed [torn 
Model Builder in surface shaded format from any point of 
view, using up to three lights. Surface Shader requires 130XE 
or memory compatible H00XL. 

We haven'l goi the room here to describe all the features of 
these excellent products, so PLEASE send for the FREE 

information shccl 

Print Shop (Disk) .....£34.95 Visicalc (Disk) £7.99 

Ugh t Gun with Barnyard Magn i prin t II + ( Disk) £19.95 

Blaster (ROM) £29.95 Replay Sound Sampler .TBA 

DigiDrum (Disk) £ 5.99 Bookkeeper Kit £19.95 

MIDI Master £ TBA POKEY Player £5 49 

Mcch Brigade (Disk). £22.50 Zeppelin On Disk.. ..£4.99 ea 
Mapping The Atari: Revised Cavemia / Ninja Commando 

Edilion (Book) £24.95 Stack / Fred + more 

Sherlock 1050 (Disk) ..£5,49 P&P£1.50 on orders less than 
850 Interface £49.95 £50. Overseas extra. 



FREE Product Guide now available 



The following back issues of 
NEW ATARI USER are still available 



Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 3T 
Issue 33 
Issue 39 
Issue 40 
Issue 41 
Issue 42 



Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 



DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1.75 each in the UK [inc. post ft packing). 
£2.40 for Europe or surface; mall elsewhere and £3.50 
for Air Mail outside Europe- Prices Include postage 
ISSUE DISKS aro for any 48k or 64k fi bit Atari 

Bach dish is £2.95- Postage FREE In U,K, 
Overseas add £1 per order (any number of disks} 
Send your order to 

PAGE 6, P.O. BOX 54 t STAFFORD, ST16 1DR. ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 
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FAMILY CASH FLOW - one of the few home accounts 
pragr«ms avuiluble fur the 8 bit 
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Above TYPO ATTACK - originally from APX 

Right INSOMNIA - a simple way to add music 
and sound effects to your programs 



APX 



The Atari Program exchange 




HOW TO OBTAIN APX SOFTWARE 



The APX software featured above was supplied by Grain 
International, 11 Shilliio Road, Park stone, Poole, Dorset 
BH12 2BU, The exact composition of cassette and disk 
collections Is subject to change and full details of current 
availability and prices should be sought from Gralin. 
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XL/XE TUTORIAL 



Ann O'Driscoll 
discusses several 
ways to interact 
with your Atari 



Your Atari has several different ways to deal with user 
input from ihe keyboard from the most commonly 
known commands, GET and INPUT to checlking spec! 
fie memory locations, whic h change when keys are pressed. 
These include the special console keys (START, SELECT. OP- 
TION and IIKLPI as well asdic main keyboard. Small demos ol 
the various keyboard control methods are given in the 
attached listing which is divided up into seclions to fit in wilh 
the topics covered in the article. 



TESTING FOR 
KEYPRESSES WITH PEEK 

Memory location 764 holds a number corresponding to the 
last (i.e. most recent) key pressed on the keyboard. Therefore > 
you can PEEK location 764 and go oil on different routines 
depending on ihe vahie found there. The command usually 
takes the form IK PKKK(764)=X Tl IEN ....(do something) where 
"X" Is a Specific number Examples of values found In 764, 
along with their associated keys, are given in Table I. 

Location 764 will hold its "last key pressed" value until you 
push another key, You can clear the memory location with a 
POKE 764,255 - This Is usually done before the PEEK is used 
to get rid of any old values. 

Memory location 53775 also detects keypresses. Tills holds a 
255 il no key is pressed. 251 if a key Is being held clown and 
243 or 247 if shift is pressed too. 'JTie value In 53775 goes back 
to 255 as soon as you stop pushing, so this lorn lion might he 
used ill a routine which needed continuous keypresses. 

SECTION 1 of the listing (LINES 100 190) moves an asterisk 
across a GRAPHICS 0 screen when a key is held down. The 





VALUES IN LOCATION 764 WHEN 
PARTICULAR KEYS ARE PRESSED 

KEYPRESS PEEK<7&4) KEYPRESS PEEK[764) 



Y 


43 


1 


31 


N 


35 


2 


30 


(up) 


14 


3 


26 


= (down) 


15 


4 


24 


+ (left) 


6 


5 


29 


* (right) 


7 


6 


27 


space 


33 


7 


51 


return 


12 


8 


53 


Atari 


39 


9 


48 






0 


50 



INPUT 



opening lines give the instructions, disabli- ihr <ursur IPOKK 
752.1) and set the Initial column and row coordi nates for (he 
star (C and R respectively). LINKS 1 10-20 clear location 764 
and then freeze the program until a key is pressed. LINE 150 
updates the column and row positions when a key is down 
(detected using location 53775) and loops back to LINE 140 to 
print the aslcrisk at the new co-ordinates. You are given a play 
again option when the star hits Oie end of row 10. LINK 1 80 
pauses the program until "Y" or "N" are pressed: Pressing "Y" 
repeats the demo (LINE 190): otherwise the program continues 
to the next seel ion. 



USING CONSOLE KEYS 

Memory location 53279 holds different values when Ihe 
START, SELECT or OPTION console keys are held down. Be- 
cause of this it can be used In the same way as locations 704 
and 53775 outlined ahove. (i.e. IF PEEK{53279)=XTHEN do 
something). I he values associated with the various keys are 
shown in Table 2. You will see that you can hold down more 
than one key at a time and also that a value of 7 means that 
nothing is being pressed. The number In the memory location 
reverts to its default value of 7 when you stop pressing a key. 

We read the "HELP' console key using memory location 732. 
While this location normally holds the number 0. PEEKI732) 
returns a value of I 7 when HELP is pressed. Unlike the other 
console keys, location 732 does not go back to its default value 
when you stop pressing. 

SECTION 2 of the listing makes a mock GRAPHICS 2 title 
screen. First the screen is set up and then LINK 220 freezes 
Ihe proton until STAKT. SE-:i.K< T, OITION or HELP arc 
pressed. The program does different things depending on 1 he- 
various PEEKs and then goes back to LINK 220 to wait for 
anolher keypress. While in a real program pressing HELP 
might send you ofTon a detailed subroutine, here the "Instruc- 
tions" just consist of a sentence in the text window. In any 
event it's important to reset the help location (with a IOKK 
732.01 to avoid the routine being executed on every round of 
the loop. SELECT and OPTION are used to change difficulty 
levels (variable LI and player numbers (variable I'L). LINE 250 
(together with the routines at 2W1-3) and LINE 260 take care of 
ihe screen printing for these. LINE 240 sends the program on 
to the next section (LINE 300) when START Is pressed. 



THE GET COMMAND 



To use (his command you must firsl open an IOCB channel 
lor Input from Ihe keyboard. This takes the form OPEN #n f 4. 
0, K: where "n" is a channel number The command GET 
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EI 
EP 

no 



REM W H HW HH H H K*MMKK*MMT III WWH HH M M MhKMl i 
WEM * KEVQDARD IMPUI HOLJTTNF5 * 
REM * by * 

REM » Ann O'Driscoll * 

HEM * - * 

KM 5 REM * HEH ftfflRI Lf*Eft - 91 * 

EO ? REM W WKM M MMM MW MMl iHMI fm i MMmcm i MlfM I CMM M 
nh a REM 

55 98 REM — KEYBOARD INPUT ROUTINES ~ 
flU 37 REM 

CM 9A rem mo^lM^^^^^^^H 

TB 95 REM KQ 



£53775) 



IMG PEEK £7643 



WZ ton GRAPHICS B:Pt)Ke 752 , 1 : R = S 5 C = 9 
OL lie ? "Press a key t» start": POKE 764 , 
255 

ZQ 128 IF PEEK (764) =255 THEN 120 

TH 130 ? "Hold dawn 4ny key to iwvc the s 

t»r"!P05ITION 2,R7"* "5 TART" 1 POSITION 3 

6,1*?? 1 1 E M D 1 1 
ZV 14B POSITION C,R:7 " W* 

FB 150 JF PEEK C5 377 53 O 255 THEN C-C + l ! IF 
C>37 THEH COMPOSITION 3»,R:T " "SR=R + 
1 ; IF R>10 r HEN 170 

NK 160 GOTO 14B 

MV 170 POKE 764, 255 : POSITION 2,15:7 "Want 

another go (WN)?" 
ES 10* IF PEEK £7643 <> 35 A MO PEEK C704) <>43 

THEN 10* 
PH 190 IE PEEK £7643 =43 THEM ItiO 
ItZ 197 REM 

JV 190 REM EHiM^^^^^^^^H 

KG 199 REM MIL* i?M IT T^T^I^PTT^m^— ■ 

UH 200 GRAPHICS 2 17 «6 1 ? tt6 : POKE 752, 1 ; 7 

W6 ; "select level "j" EASY" ; L-2 
TM 210 7 W6 I ? B6j"U mm 1 PLAYER*" : PL^2 

:? B6i? tt&; 'USE] INSTRUCTIONS";? »&:? 
H; "START BEGIN GAME" 
OI_ 220 IF PEEK £532793 OS AMP PEEKC53279J < 

>5 AND PEEK £5327^1 <>6 AHB PEEK £7321 <>1 

7 THEN 220 

AS 230 IF PEEK £7323 ^17 THEN 7 "N ►PRESS TH 

E CONSOLE XEVS TO";? 1 N ►MAKE YOUR CHOIC 

£5" 1 POKE 732 f 0;GOTO 22fl 
CJ 240 IF PEEK £532791 -6 THEN 300 
FO 25B IF PEEK IS3i79J-5 THEN POSH ION 13, 

ZSGOSUD 2B0+L :L=L*AJIF L>3 THEN L~l 
SA 200 IF PEEK 153279/3 ^3 THEN POSITION ?,4 

17 B6 J PL !PL = PL*H ! IF PL>* THEN PL = 1 
UH 270 FOR P^5B TO 0 STEP -J : SOUND 6,9,10 

t It I MKT P 
MP 200 GOTO 220 
FM 2B1 ? 1*0 j" EASY": RETURN 
JM 2B2 7 ttG; "rtEOlliM" ; RETURN 
KD 203 ? It6;" HARD ";1?ETURM 
SA 2 97 REM 



KR 290 REM Mali**W:M 
OH 299 REM ■« ■ ?!«■ i ! M MB ! ^TTjTTTT! 
HY 308 GRAPHICS 0 ! POKE 7S2,1:R-2B;C-1B:S= 

0 : CLOSE Oil OPEN ttl , A , 8 r ' "K : " : POKE 704,2 

55 

ks 31B 7 "Us* the arrow keys for ri^ht an 
d left":? "Push the spacebar to fire." 
KP 315 POSITION 1,11!? "SHOTS ! " i 5 : FOR N = Z 

TO 3fl;P0S£TI0N N« C E ? "*** : NEK T N 
00 320 POSITION C,R:7 " * " 

AL 330 GET ftl,K;IF K<>42 AND K<>43 AND K< 

>32 THEN 3 30 
WO 340 C = C*CK-42 AND C<373 EK=43 AMD Oil 
CF 345 IF K = 32 THEH RI = R-2 1 GOTO 36B 
HI 350 GOTO 320 

YB 300 POSITION C+l,Rl! ? J POSITION C+l 

,N1*1!? " •*|R1 = N1-1!IF Rl>? THEM 360 

HQ 365 S=S+l;POSITI0N C+ljRl+lj? " " ! POSI 
TIOM 9, OS? SilF 5>4 THEN 375 

NM 370 GOTO 32* 

BI 375 ? "PLAY AGAIN £Y/N3?'* 

j V 380 GET HI i K I IE K<> 70 AMP K <>«9 THEN 3 
SO 

PB 398 IF K=»9 THEN 388 
SO 397 REM 

LIE 39S REM MA J>i i ^fP^ ^^^^^^M 



JH 399 REM 



iirran«iKi:mi> H 

FD 400 GRAPHICS 7; POKE 764,255: DIM As £13 
KR 418 TRAP 418!? CHR$ (1253 ; "DRAM A BOH"; 

? "INPUT LENGTH £1 " 1593 , WIDTH £1-793" 
RG 420 INPUT L,H:IF L<1 OR L> 159 OR H<1 0 

R W>79 THEN 410 
IC 430 COLOR UPLOT H^Di&HflWTU 8+L ,8:DNAU 

TO 0+L , 0+N: DRAHTO 8,8+W:ORAWTO S,# 
KG 448 ? CHR5C125) ; "ANOTHER GO £ Y^N J " ; 3 IN 

PUT 0S!IF A$<>"Y" AMD ASO»N" THEN 448 
OL 450 IF A^="Y" THEN 41 O 

SC 497 REM 

MO 49S REM |.U^(>l»j 
OK 499 RE H EQOI 

AH 588 GRAPHICS 8 1 DIM B 5 £53 : POKF 7b4 , 255: 
? "Please input your nane: "; : FOR N=l 
TO 6 

PU 518 GET ttl, K ! IF K=155 THEM POP ! GOTO 5 
40 

GR 520 IE K<32 OR K>90 THEH 518 

MR 538 ? CHR$ CK3 ; : BS EN, HJ -CHR5 CK3 +NEHT N 

VS 540 ? ;? :? "THAT'S ALL " i B* S P=PEEK £75 

53 ! POKE 76 4 r 255 : POKE 752, 1 
TM 558 POSITION 12,10;? ' *W1 A A'M * 1 
RB S60 KJH N-l 10 IB : IF PEEK €7643 -255 THE 

N NEKT H : POKE 755 H 2 -PEEK 1 755 J r GOT □ &ba 
IE 570 POP :P0KE 755,PtP0KE 752,O:P0KE 7* 

4, 25S ! END 



#n,K then tells the computer to retrieve one byte of information 
(railed K here) from this channel. 

The value for K will be the ASCII number of the character 
pressed, You can convert this to an actual letter or number by 
using the function CHKS- For example, if you press "A" then 
PRINT K will return "85" while PRINT CHRS(K) will return "A". 

When you use the GET command, the computer will wait for 
a keypress before continuing. As the keyboard handler fK:J 
gets its information from memory location 764 [see above), you 
should clear this location (with a POKE 764.255) before GET Is 
used. Just like the PEEK commands, you can ensure that keys 
pressed are within a desired range (e.g. capital letters only: 
numbers only) by using IF .. THEN statements. 

SECTION 3 uses GET to move a "gun" along the end of the 
screen and make it shoot at a row of asterisks. The opening 
lines turn off the cursor, clear location 764. give the instruc- 
tions and set initial values lor the row [RJ and column (C) 
co-ordinates of the gun and the number of shots (SI used. 
Channel 1 is opened for keyboard input the CLOSE com- 
mand is put in first in case the channel was already open. 
LINE 330 stalls the program until left, right or space are 



TABLE 2 




VALUES IN LOCATION 53279 WHEN 


CONSOLE KEYS ARE PRESSED 


KEY PRESSED 


PEEK(53279) 


START 


6 


SELECT 


5 


START+SELECT 


4 


OPTION 


3 


START+OPTION 


2 


OPTION+SELECT 


1 


OPTIO N +START+SE LECT 


0 


No key pros sod 


7 



continued on page 33 
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XL/XE UTI LITY 



FONTVIEW 



A useful utility by John 
Young to help select fonts 
for your programs 



I 



f you an? a programmer it is quite likely that you have 
roller led logclher n jilullIxt o| rrdrliiird lour-- i3i.it yon 
may wish to use in future programs. These fonts will have 
descriptive filenames but the chanees of you remembering 
exactly what they look like arc pretty slim. Most likely, 
you'll do what most of us do. just pick a font and use it, 
hoping that it will look alright. 

With this problem in mind I sat down and wrote FONT- 
VIEW, a short utility that will enable you to compare 
various fonts on screen to help choose the most suitable 
for your application. The program is simple to use. just 
type it in. save it and run it. Of course you will need some 
Ibnts to display and these should be collected together on 
one disk with the extender .FNT added to each font. The 
program only works with standard redefined Ibnts of the 
sort that take up 9 sectors on a disk and you can find 
plenty of these In the public domain and on old PAGE 6 
issue disks. 

Once run the program will go through a disk and read in 
up to six fonts at a time and display these on one screen 
in Grannies 0. It is thus quite easy to compare different 
fonts. There Is no facility to select Individual fonts to 
display, although this could be added to the program 
quite easily. 

FONTVIEW is a basic utility that 1 have Ibimd saves a 
great deal of time and ensures that my programs use a 
suitable font. I hope that you find it as useful as I have. 



ZG 



JU 
OM 



HH 16 REM + + + + +# + + + + * + + + + ■**#* + + + +*■ 
Kfl 20 REM + FOHfUXEH * 

PH 3* REM + by John Young + 

HZ 4 8 REM + — — — ~ - + 

EH Sfl REM + MEN ATARI USER - OCT . 1**1 + 
IC 08 REM ++++++++++++++++*++++++++++**+ 
BE 76 REM 

Ul 88 REM Pint it was asterisks, then 
hifhts, but I've buckid th# trend and 
uifd plus linns! 

BU 97 HEM 

UA 96 REM liMI'lllilimmi 

B¥ 9* REM 

PM IBB PIN DIR* £512 J . DE* E17J ,FH*!i6J 
BK 110 POKE 10 6, PEEK (10 5) -24 
Vq 120 FN0="Dl"lNOMC=l 
SK 1» COSUB 1461 
RO 146 GO 3 LIB 12BB 
IBB FF=0 

IBB IF DE*C5,03= M FREE" THEM GOTO 289 
Or 178 OTRf IFF««*1, FF*B + 03 -OEf C3, IB? ! FF=F 

r+i 

IBB INPUT tti r PE9 

196 GOTO IBB 

200 CLOSE Ul 

AJ 21B Ft -o 

EG 220 FOR CF = 8 10 FF-1 

00 23B FOR 3 = 2 TO 8 i IF DIR* CCF#« +i , CF*fl+ J 

|-m i# THEN POP 9 GOTO 260 

JH 24B «EHT 3 

ET 2BB FW» t33=DIPFtCF*0 + i (f CF*B + S-*1 

RU 26B FHS C5 + 23 1 ■ FUT" 

RJ 270 POSITION 8,FL*4!? OIR* CCF»8+ 1 , CF#fi 
+ 03 

ZB 280 0PEH ttl,4,6,FH$ 

NT 270 H-tl^R(A0RCIO$3 , 1 , 7 , CHA + FL»lflZ4 , 182 
43 

KZ 388 GLD5E SI 

VD 318 FI_=FL + llIF FL=B AMO CF<FF"1 THEH C 

D5UB i6ee;GQ^UB isootl-o 

HF 328 NEKT CF 

TK 338 GD5UB 1698 

TV 348 G0SU8 1788 

HZ 358 GOTO 130 

997 REM 

tb 778 rem ■ :i^»!H ' i mmnrm 

5» 9*9 REM 

108B DIM DLX 5(483 ] RESTORE 1850 
1018 FOR 1 = 1 TO 48:REAP ft ; f>L!$ CI , 13 -CH 
RSCA3 i MEHT I 
EC 1828 HI = IMT(fl»R(l>llSl/?&bJ:lll A&HlDllS 

1 -256*HI 
EH 1030 POKE 512 t LOiP0KE S13,HI 
AL 1848 RETURN 

HK 1050 DATA 7? ( tS?,7I J 172,8,*6 f 185,1,16, 
141,16,212,141,5,212, 185,7,36, 141,24,2 
Aft, 238,8,98, 173 

MP 1888 DATA 8,76,201,6,144,0,169,6,141,8 
,70,104,160*104,64 

JZ 1897 REM 

KH 1877 REH 

GP 1188 DIM I0SC52J : RE5F0RE 1138 

EX 1118 FOR 1 = 1 TO 52! RE AO A : 10 S 1 1 , 13 -CHR 

$ CA> I NEXT I 

AH 1128 RETURN 

1138 PAT A 32, 68, 218 j 184 * 281 * 4 > ZOO, 43 

1148 DATA 184 , 184, 10 , 18, 18, 18, 179, 104 

KO 1150 DATA 104,167,00,3,104,157,69,3 

5U 1100 DATA 184, 167,08, 3,184,157,73,3 

1178 DATA 184,157,72,3,32,86,220, 13Z 

1188 DATA 283,189,72,3,133,212,187,73 

1198 DATA 3,133.213,96 



TZ 



ZH 
PP 



KD 

KG 
FL 



EFGHI JKLHKOPORST UBHKt ZXs' C d* i j 

canpy rest * r Mii s\d «k " * < — ±*«* t-hl l ^ * * * 
fc>'{ihi.irti fiwiransTuuuftvs f si ^#«^c d*fgni j 

EFG HUKLmHOPORST'J vwiCVT! f \ J A _*obcd*f ghi j 

JIG5AU " MitaA^a y rhL 

J | t +, ♦ /■12I4B6789 ; ; 7 ABCD 

EF GMI JKLHMOPORSTUVHMVZ jHlttf *C 

HAT M *^p»*/»w*jwe>a<**»<>±*4:* V**iin* 

CMC Ml c Ait, OA«t< o^i1li>WSX;j944«»7^{:< l Ht4» 
EFGHI JKLHMO^OR^TUVMHYZI V frll^abc de * « 
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KB 


1197 


OEM 




PB 




REH K,4M!lia^UdilEl» 




K J 




ITEM 




4H 




GRAPHICS 8 




as 


i?io 


POKE 559,0 




¥V 




B 0 M- PEEK (7563 




MK 


1230 


POKE 756 , PEEK C 1001 




HT 


1240 


CHP = PEElTfl06> :CHA~256*CHP 




US 


123S 


DL-PEEK 15683 +256#PEEK (56 1 1 




Ht 


120O 


POKE DL*Z r Z*0 




MK 




FOR HSO TO 24 STEP 4 ! POKE l>L + M P 13 




B ; rekt n 




PL 


126B 


POKE 752,1 




VU 


1Z?« 


FOR r-e TO 5 




EC 


130 0 


POSITION 9,1*4 




KI 


1310 


FOR C = 0 TO 127!? *A" J CNR* <C> ; : 


NEH 




T C 






FB 


I 320 


WE HT I 




AO 


1330 


RETURN 




KP 


13*7 


HEM 




KK 


13?B 


REN ■■■IBS™ 




KM 


13^3 


REn 




CF 


1400 


GRAPHICS 2 




01 


£410 


SETCOLOR Z^.OsPOKE 752,1 




CP 


14X0 


DL=PEEK C5605 +256*PEEK C50l> i POKE D 




L*S, 6 




TD 


1430 


POSITION *,0!? B6j ■■FONTVIEW" 




LS 


I43S 


POSITION 4,41? 116 1 ' 'SKLUUWIlL! 




[>» 


1440 


tf MONO THEN GOSUB lOOOlGOSUD 


110 




B ; homc: o 




SI 


1445 


? 41 Insert disk 4ftd press | 


■eh? 




USM" : ? " or Mil;fl*tn:w to quit" 


TO 


MM) 


IF PEEK15327*1=3 THEN POKE 1*0, PE 




EK ClOftl +24 E GRAPHICS 0 : END 




Yh 


USS 


IF PEEftt5?2751 <>6 THEN 1400 




JO 


L46fl 


OPEN ttl,*,0, "DJ».FNT" 




wc 


147B 


INPUT Rl j DEf 




UT 


14BB 


IF DE$ (5, 83 = , *PttEE il THEN CLOSE 






GOTO 


1455 




HI 


14*0 


RETURN 




kh 


1497 


Hi H 




16 


-14*0 






KP 


1499 


REM 




CtS 


1588 


POSITION 25,FL*4-*:* ■ IIM-M* 




TO 


uw 

J 5 i D 


f 

IF PEEKCS32793 Oft THEN 1510 




DB 


1528 


POSITION 25,FM»4-U7 " 




RE 


1GXO 


1 

POKE 559,8 




AO 




RETURN 




KJ 


13*7 


REM 




JT 


18*0 






KH 


15*9 


REM 




DA 


1680 


POKE 24676,0 




VF 


1010 


FOR 1=8 TO 5 




ss 


1828 


POKE 24577+1 ,CHP+I*4 




DO 


1530 


POKE 24583+1.20+1*16 




FN 


1040 


NEHT I 




CU 


1858 


POKE 542 00 j 192 i POKE 559,34 




BD 


l&GB 


RETURN 




KL 


1GS7 


REM 




PC 


iB?e 






KT 


16 9 5 


REN 




r B 


1700 


FOR I-fL TO 5 




It 


1718 


POKE 24SPI+r t ?B+I*it 




FJ 


1728 


NEHT I 




»J 


1738 

m*i 


POSITION 26,FL»4-ll? ' *HNMH 




Ad 


1748 


IP PEEK (032793 <>6 THEN 1740 




PD 


1758 


POSITION 20,fL#4-i:? " 




OF 


"I 
1700 


RETURN 










• 



KEYBOARD 

INPUT con tinued 



pushed. Pressing space (IJNE 345) calls up the "shooting"" 
routine at LINENS 360-65. Pressing the arrows moves the gun's 
column position (LINE 340). You get a play again prompt alter 
5 shots: LINE 380 stalls the program until "Y" or "N" is 
pressed. As usual. T repeats the program and "N" brings you 
to the next section. 



THE INPUT COMMAND 

INPUT Is different to the GET and PEEK keyboard commands 
because you have to press RETURN to get the key(s) registered 
or accepted. String inputs have to be Dimensioned lirsl and 
take the form INPUT A$ where A$ is the name of your string. 
Numeric Inputs take the form INPUT number. You can also 
enter more than one item using a single input command (e.g, 
INPUT X/V.Z ) and you can mix strings and numbers (e,g. 
INPUT A$,X.B$), In the former ease you can press RETURN or 
comma after each entry. You must, however, press RETURN 
after string entries because the computer looks on a comma as 
part of the string. 

Normally the input prompt shows up as a question mark on 
the screen. You can gel rid of this by using #16, viz. INPUT 
#16.X. or by opening the screen editor to input/output, viz, 
OPEN #n,12,0, E: ": INPUT #n,X (where n=channel number), 

SECTION 4 of the Listing draws a box on a GRAPHICS 7 
screen when you Input the length and the width. The TRAP 
statement returns the program to LINE 410 if you don't input 
numbers: the IF .. THEN statement ensures I hat the numbers 
are within the right range. While you can press comma or 
RETURN after the lirsl entry, wrong numbers don l get picked 
up until you hit RETURN. This doesn't matter much here, but 
It might be important if you had a long list of inputs as one 
incorrect entry would mean you have to repeal the lot from 
scratch. LINE 440 does the "go again " ruutlne. As usual, only Y 
or N are accepted hut this time you must press RETURN after 
the key too. Because input string A$ (IllMensioned in LINE 
4001 has a length of 1 , additional characters typed in will be 
Lost. For instance. Inputting "YZZZZ' would be acceptable as 
"Y" because only the first character is counted. 

While the INPUT command accepts leading spaces as part of a 
string, it ignores spaces entered at the end or inputs consisting 
of spaces only. For instance, if you input "dog " (length 5) It is 
taken to be dog' (length 3). You can get over this problem by 
building up your string character by character with the GET 
command. SECTION 5 shows how this works: IJNE 500 sets 
up a 6 character string called DS. The next Itnes get a key and 
put its letter equivalent into the string. We don't have to open a 
keyboard channel this time because channel 1 was already 
opened in SECTION 3. Pressing return (K=155) pops you out of 
the loop, otherwise It covers 6 rounds (i.e. the length of the 
strlngl. LINE 520 ensures thai only certain characters are 
acceptable and each keypress is checked before its allowed 
Into the string. 



FINALLY .... 

That about covers the Atari's keyboard Input options. The 
press a key routine at the end of the program is mrhidrri to 
show how you can make messages "Hash" on the screen as this 
is often useful in keyboard input routines. POKE 755,0 makes 
any inverse characters printed on the screen come up as 
normal. POKE 755,2 (the value there ordinarily! turns them 
back to inverse again, LINES 550-60 swop from one to the 
other (with a short delay] until you press a key. LINE 570 puts 
everything back to normal and ends the program. 
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XL/XEUT1LITY 



OLD-COMMAND 



Old -Command is a two in -one utility offering program 
protection and the setting up of a function key by 
adding two new commands lo Atari Basic. The utility 
Is so- called localise it brings to you the long overdue com- 
mand, OLD . which enables the programmer to recover a 
listing accidentally wiped. Also it allows the user to build up, 
via the COMMAND' statement, a buffer of commands that are 
commonly used which may be executed with one keypress. 



THE OLD STATEMENT 

This ne command will enable programs to be recovered that 
have been 'lost' by typing NEW, by loading a new tape program 
or by overwriting from disk. 
When the euinputcr performs ;i NEW sUm-menl it dors iu>1 
wipe the current BASIC program from memory, it merely resets 
the program pointers from the top of the program to the 
bottom, making the user think I hat ail work has been lost. It 
would, therefore, seem a simple task to reset the pointers back 
to the top, but what if a new program has since been lyped In? 
This is where the most powerful ust' uf OLD-COMMAND comes 
In as it offers almost maximum protection by dumping the first 
22K of your program into the space behind Basic, the Floating 
Pninl package Eind the Operating System thfgh memory from 
now on). Even if you program is longer than 22k you may still 
be able to recover it as explained later. Even if the original 
program is overwritten, it could still be recoverable as the 
following situations explain. 

Situation I: I have typed in a small program and entered NEW 
by mistake. Solution: Enter OLD and the program is back. The 
program will protect against NEW if NEW is typed on its own at 
I he beginning of a line. 

Situation 2: After NEWing a small program by mistake I pro- 
ceeded to type a second program in on top. I recovered my 
original program by typing OLD but then found I wanted the 
second program back after all. Solution: Enter OLD again. 
When OLD is typed the program in high memory is exchanged 
with ihc current program so 2 programs can be swapped 
around to minimise loss. 

Situation 3: I have typed in a program and entered CLOAD by 
mistake. When Ihc new program came up I realised the error. 
Solution: Type OLD for the former program, and OLD again il 
desired for the seeond. Note that O LD -COM MAN D will dump 
your program as soon as disk or cassette is accessed (via 
commands such as CLOAD. LOAD. ENTER. RUN "C:" or RUN 

etc.). No matter how far the load has progressed, the 
program ran be recovered - 

The condition on all this is that If the program that is lost Is 
more than 22 K long, and the overwriting program is more than 
22 K long, the system MIGHT crash when attempting to OLD. It 
is best lo SAVE the overwriting program and then give il a try - 
you may well recover 22 K or your old program. Having said all 
this, it is VERY unlikely that you would ever he In this 
situation. The majority of the time this utility will happily 
recover lost" work. 



by David Manlove 



THE COMMAND STATEMENT 

This is a useful limesaver. lf h during programming^ you notice 
that you seem to be using the same direct-mode commands 
repeatedly, you can now store them up in a buffer and then 
press one key (HELP) to run them as if you had just typed 
them in. The way to store I hem in ihc buffer is in lyp<" 
COMMAND. The prompt comes up and the series of com- 
mands must be entered Just as if you were entering a direct- 
mode line. This is an example of what could be typed after the 
prompt. "Enter New Command": 

GRAPHICS OPOKE 710 ( 238;PQKE 712.238 POKE 
709,0:POKE 752,1 :POKE 622,255:POKE 62.0 POKE 756,204 

Every time Help is pressed, the above will be executed. 

You are limited to 120 characters and Return must be pressed 
to store l he statements. Note that the Help- key utility switches 
off whilst RUNning programs lo prevent unwanted access. The 
Command buffer is cleared on typing NEW or OLD. 

DISK OPERATING SYSTEM 

OLD- COMMAND becomes a very effective MEM.SAV file' be- 
cause any current programs are automatically dumped to high 
memory on typing DOS. Therefore you have 22K of protection 
without having to create a MEMSAV on disk. Simply neeover 
the utility after exiting DOS by pressing Reset. Typing OLD will 
recover your former listing. The condition of this feature Is that 
only the ORIGINAL DOS 2.0 or 2.5 must he used. 



TYPING IT IN 

There are two versions: cassette users type in Listing L SAVE 
it and create their own autobool cassette following on-screen 
Instructions. This is then loaded by switching off the compu- 
ter, removing all cartridges and then switching on while press- 
ing Start, Press any key to commence boot. Disk users create 
an AUTORUN.SYS file on a fresh disk by typing in Usting 2 
and SAVEing. l^oad by switching on the computer with the 
disk in drive 1. Just after typing NEW or OLD ignore any 
screen flashes this i a the utility accessing the region 
AO00 FFFF - and a double READY sign - this is simply the 
utility checking to see if a program is in memory. 

JVOTE; This utilii\f ccu\ or if j j irork irrr/i XLs (600XL arid 80QXU 
or XEs (65XE and 130X& due to bank switching techniques, 
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OLD-COMMAND 



EI 
HK 
MB 
PU 
YG 
fE 
HV 
EP 
MO 



REM * 
REM * 



H *H MHK NM M | 







OLD CO MHAMD 
By D»Vid Kflnloup 

LISTING 1 
£Cfl55ETTE VERSION) 



REM » 

REM * * 

REM » (CASSETTE VERSION) * 

REM * * 

REM «* ne w ATARI USER - Dec / Jan 91 * 

REM K M M W WW W H M H M M H HM H H MM H HMKH H KM H HM M 

REM 



R E AO IN D-fiTCs 



OK 95 REM 

PP 100 DIM HEH* (94) , P$t23 : RESTORE 23B:FOR 
A=153B TO 154* i READ B : POKE A, 0 i NEXT R 

:TRAP 178: rtEMADR=1484B! RESTORE 2SB 
GU IBS GRAPHICS 8 f POSITION 14,11? "OLD-CO 

MHAHD" 1 TDT=0 
DM 106 POSiriOM "Creating cassette 

file" 

OK 110 POKE 82,15!? i? "Reading line"j ■ Po 

KE 02 , 19: ? 
fiu 120 ? 268 + L 

ML 130 READ HEM*! FOR M = l TO 94 STEP 2iPSf 
13 = HEX* CH.H] ! PS (£1 = HEXS CM*1,H+13 ?M1=AS 
ttPJtljn ;H2-ASCtP*£l,*t> : D?"P?+| 

DN 14B H1=H1-7*(H1>643 I H2 = HZ-~7« CH2>B4) ! HI 
HI 4 8 ! H2-H2- 4H : BE C-H J *lb # H ? 

El 150 POKE MEMRDR+ CM-U /T. , DEC : TOT-TOT + DE 
CilF T0T>9*3 TMCN TOT-TOT-1086 

HU IBB HEX T H ; HE Mfl t>R . Ml Mfl DM t 4 / 

PC 161 READ CHK E IF CHKOTOT THEM POKE 82, 

tit if "WrortB data in line "; 2S»+l ; " r ■■ 

" END 

JH 1*2 L=L+10 tTOT-OfGOTO 120 
DJ 16$ REM LSI * 4 i MTO h f ■! rl I T ■ H 

TV 17B POKE 02,2*t j ? IF L+2S*<>460 THEM ? 
it "Rot enough data in line "jZSfl+Lj" 
f"i ENP 

RC 179 ? t? "Mr i ting Autohoot cassette"! 7 

"Insert blank cassette and " 
AO 170 ? "press Return" ; TRAP 216 c POKE 764 

, 255 ! INPUT PS 
UH 160 OPEN «i,8,128 J "C:" 

OH It* POKE 850, 11; POKE 652,6: POKE 853,68 

: POKE 050,0 
OM 288 fl-U5Rf!536, 10SB) : CLOSE ttl 
UJ 210 ? "All donp":FMO 

UM 215 CLOSE mi? "Cannot write file"!* * 

Error PEEK CltS* encountered" 
GF 216 ? "Rectify and "; : GOTO 17B 
BT 770 REM 1 1 W ! 1 :1 ■ i ^ rtilll* I : 

MM 238 DATA 18 4 , ±8 4 , 14 1 , S 9 ,3 P 1 04 , 1 4 1 , fi B , 3 

, 162, 16, 76,00,220 

KB 748 rem ia;iiifiT.i:Mrajm 

16 258 DATA 0OO0SO066607 A93C8D0203A36605* 
AA7O7B5OBADOED4SD3«OAAeOFB»O0E4??SOO70 
0 10F7AD918 7186 9B18DBEB7AD9Z, 593 

/H 260 OATA 0 769 88BDBFB7A 9BC 8 D 9 1 8 7 fi 9 8 78 0 9 
Z87A28FBD4OE4S09D07CA10F7A048E4 1069*10 
RC8B9AD41E469BBaOCia9A9B2BD. 354 

VI 270 DATA 9BB7 A9B98P9EB7 A2BO A9B09DB8 O 6E 
BDOFA1660OD2DOAC9FFFO834C1SO9ADE7B285C 
BftOE8a265CCASOO85COAtA*05CE,04« 

OD 288 DATA 28E9B9ABB6B1C DA A B 1 C B 91CDBA91C 
6COPOF3E6CCE6CEA5CEF00BC9D6OOE5A9D865C 
E4C2BB7RBllB96CBAAAB98eoa99*157 

JH 298 DATA BC B AB A998OO80010EF 20D 7094C1F0 
SA98D0D2ia3R7878DZZO3A?7D8DlE83A9B7SDl 
F83A9FE«DE702AS*A80E8BZAZB9, S14 

CJ IBB DATA A8FAA9O74C5OE46O800O0B6O0Q6OD 
OBBOBBOO 0000 0000 008 9088008800808 0 BOO BO 
00eee«8BOO88OB88O8B8OB88OOB, 96Z 

FC 318 PAT A Be00«eB08e80BB80ze4aF2BaC9?BF 
0a5EE2 9aA2B66AD2S*A8D2B8AA9B0*D2?0A6E2 
ABA8GZBBAADZFBAF0834C5SBaA8 . 3 58 

UM 320 DATA OOA2000E2CO AOE320AC8EOO? J 38AD 
P7F85FBFBG986BeB6AD3 2BA4CEDB7297F0t7F0 
5F«17fl?BagB3Z8AEE2C8AEE2CBA,B47 

tV 33B DATA A 2 8 8 A D 2 C O A C 9* 8 D OD 14C1503AD3ZB 
ADOE4EC2O6APOF3E066FBO3Ze8OO$AEZC6ABD4 
6eA85CBBD4 78Aa5CC6CC0OBA80B, 07 

LL 346 DATA B74E8 A997EO ACOCB84D8F5BC2F BAA 
9OC8DFOO24OC3eOAOOO0C2F0A695ZOA99 7E8AC 
8COB4DOF58G 2E6AADE 7B285CB AO , 346 









LJ 358 OATA £88 2 B5CC AOB1B 1 66C 9BBFB3CA01 16 
9#*e6S96C*AaaiBF72*E909A9FFBD2D8AA9**( 
5C085CFA9AB86CEAB6061CB91CD, 13 3 
UG 368 DATA C BD0F9E6CCE BCE A5CEF BBB C9D8D BE 
6A9D**5CE4C9A88ZBD709AD2EBAFBO4ZB4CC3B 
86 8 A D Z E 8 Af BBCAS5438E9850554, 5 48 
BP 370 OATA A 9088DZEBA A9EO0D9187 A9888D7Z8 
74ClFB9AC318AC0 70F6O9B97EeAEE310AAO81B 
OA5 , OCCDS1B7A987BD9ZB7A9B06D, 736 
IH 388 DATA 3 16A28S 3B9AD27* AF*B82«B48 7 A 98 
60 02 78 AA99B A8816BA996AE2 A8A AC ZBB A2*60A 
3FE85BB6CE A0FA9OOB55ZA9OG8D, 55 9 
RH 390 DATA 42O32866E4A3O3004283A9BC8P4A0 
3A969BD44B3A90A8P4503285BE4A98BBD4 203A 
9568D44O3ASOAO045B3A913BD4B, 7* 
Kl 408 DATA B3A9888O49032050E4A985BD4283A 
97B8D4aO3A?B8SP4963AS7E0D4483A98A60450 
3Z856E4A90205524C1FB9A97E8S, 185 
KM 410 DATA CB A90AB5CC4C 9009A98B85CBA9058 
5CCAB7FA926 99e005SlCB8618FOBB200088A98 
180338 A4C1 5894 BAD 3 38AEB89A?, 70 
KP 428 DATA 880D3 3 0 ABB4CFFFF2OG369604CBFB 
98A40S04000286BBSZ8B8AB68AAB8AD01D329F 
CB9O18DB1D3AD3OBA6D0EP45868, BOB 
MY 430 OATA A 9BB8DBED478AD8 1D329F Cfl 9B28D8 
lD36BADDC82C91iEB834C62E4A9BDBDDCOZA08 
IB IB AC 9B800F8201C0AA9O18DZ7 j Z 57 
TM 440 DATA 8A4CD4 B6AE 64E4AC63E4A9B 74C5CE 
4088808880880088808880880004 34F4D4D4 £4 
EC44E45D74E4CC4434C4F41C4Z5, 752 
GZ 460 OATA 094O080CB7 ABB95Z454D904 E 455 7 9 
B9B456E746572ZB4E6^//^04i6FSD6D616EB4 9 
153 A9Bao08OOOeOOB0OO80e0B8. Z1B 



EI 1 REM M H HH H MyMM U MM HH K HH UMKM H hMM H WMH H I I 

HK Z REM » OLP-COHMAMD » 

MB 3 REM « By Dauid Hanlove « 

OH 4 REM * LISTING 2 * 

OH 5 REN * I DISK VERSION) * 

ED 6 REM * — — * 

XY 7 REM « MEN ATARI USER - Dec/ JAR 91 * 

EP B REM MMM«MMHMMMWm<MMH»MHMMMMIIMKM««»lH 

MO 9 REM 

OK 95 REM 



READ IN Ddlfl 



PP 108 DIM MEHSC943 , P$ tZ3 J RESTORE 23B:FOR 
A = 1536 TO 1549 i READ B : POKE A , 6 S N E K T A 

t TRAP 17O;MEH00R-14*48 J RESTORE 250, 
GU 1B5 GRAPHICS OPPOSITION H,ll? "OLD-CO 

MHAHD"!TOT=B 
IN IBB POSITION 11,2 17 "Creating disk fll 

e" 

OK 110 POKE 02,15:7 :7 "Reading Iine"]iPO 

KE 02,19:? 
AU 1Z8 ? 250+L 

ML 13* READ HEM*: FOR H^l TO 94 STEP 2:PSt 
13 -HE KS CH , HI iP*C2J-HEXS CH+1,H*U iHl-AS 
C(P* (1,1)) : H2=ASC CPS C2, 2> 3 i 02=02*1 

ON 14B Hl = Hl-7*iCHl>64> !H2=H2-7»tM2>643 iHl 
"HI -40 ! H2-H2-46 I DEC-H1«IB+H2 

21 IS* POKE MEHADA*CH-13/2,DEC;T0T=TOT+DE 
C!IF TOT>999 THEM T0T=TOT-lO8O 

MU 160 NEMT H i MC MADR = ME M APR + 47 

FC 161 READ CHK: IF CHKOTOT THEM POKE BZ, 
2:? i? "Wrong data in line " ; 2S0+L } " f " 
l END 

JH 102 L=L+18 ! TOT=Bl60T0 120 
DJ 166 REM III ■ BU ;llii*l;lll ' mWiW% 

HP 170 POKE 02,2:? ; : If L + 2S0O53R THEM ? 
i? "Mot enough data in line "j250+L;" 

I » ; END 

UC 17S ? ;? "Writing Dl i AUTORUM - SYS" i 7 "I 

nsert blank disk and " 
AO 176 ? "press Return"tTRAP 215: POKE 764 

,255: INPUT PS 
ST 100 OPEN Bl,a,lZB,"P: AU T DRUN . SYS" 
VH 19B POKE 050, 11: POKE 852,8: POKE 853,5* 

;POKE 85B , 8 
CM 2BB A=USRC1636, 1302) ! CLOSE ttl 
UJ 210 t "All done 11 : END 

UM 215 CLOSE tu:? "Cannot write file":? " 
Error ** ; PEEK £1953 ; " encountered" m 

. i 
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10 YEARS OF B.U.G.! 




on The camera's owr here lads! 

Pictured here is the committee of the Birmingham User Group at 
the club's WLh birthday celebrations demonstrating Hie amazing 
versatility of the Atari machines. Bet you dtdn*t know that you can 
hold them two different ways up and even sit on the older ones? 
And you can do all this while watching the stripper at the same 
time! 

The Birmingham User Group Ls. without doubt, the longest estab- 
lished and, surely, the most influential Atari User Group in the UK. 
Established in 1981 amid the wave of euphoria surrounding the 
Atari 400 and 800 machines, 13.U.G. has seen the germination of 
much oj ivhat you now ioke. for grunted in Aluri world. Witt unit 
B.U.G. you would not be reading this very magazine, you would not 
hove enjoyed Software Express who served the Atari community so 
well until their sad demise, you would not have hud Derek Fern 
discovering new hardware and software for you every day and. 
arguably, you may not have had US Gold (ivhu said 'so what*?}. 
B.U.G. has been responsible for a great deal of the current Atari 
scene. 

The group is still going strong and meets every Thursday evening 
at 7.30pm in the function room of the Matador public house oppo- 
site St. Martin s church in Rirmingham's famous Bull Ring. If you 
are in Brum on a Thursday night, why not drop in? If you want to 
know more give their secretary. Steve Hough, a ring on 02 1 708 
095H 

Congratulations lads, hope you're still around in a year's time 
when we celebrate our tenth! 



OLD-COMMAND 



Or 216 V "RMtiJv mid "r:C01D 176 

«M 23* HTA L(H . 104 . 1+ I Y. J . | . l«d H I -i ■• '. 

, 162 j 16 P 76 r 66 | 22* 

01 £SB DATA FFFF0O*69/DbAttBC0DB41DASODflDB 
7>lDAD0t:D400Z??l A?««H5CFA80FB900E471ftl.l 
I'ftB I OF7AB051EL0®¥BiBB-321EAB r 740 

N ZftS DATA 061E69A08D33i£4930aD03lEAllE0 
D061EA70F BMtHJDllllCAlDI 7AD40I 410&9fl 

i0D3 4 2qad4if469Q06D3528A92b,2 63 
cs 270 data mp ] | lj t 1 j ie ao0f 

B OD 2 3 2 1 AD 2 IF O 3 B "jt Cat! 4 1 1 F BS 1 B F 

siobv i Jt ihb»ini)nv., rsAoza i t h . . , *a 
JG 200 D*rn BO0O567aO04Aflb711EA92O0027lt4 
crcicr c i c i A2 68*, » ■MWWMM 0B »r a 4 c » 1 1 

lillttPBItPBtM/flft?r rilMIDliHF C , ?!* 
KM 7TB DATA) BSCfl A? J C 65CC A9fl% B 5G T 1 B?B 7. £. AD I 

E21C9* f f B9 J4CS?irAbF7e?a>;cBA0Eft«2«&CC2 

O7020A5CFF01 JflMBBMrB'.DBBS, Z 1 * 
JJ 300 DATA CDA9«O65PlA?A5«5CElB900CA900a 
5C A H J> y A9A0 BBCC BSD 1 AO0BB 1 C DAAB I CUT 1 BBS 
A11CBC9MF 3E6CeE6CEE66lA601 , dSZ 
31* DATA ClE>«DIB4dl&BflSMdSCFC»FFBBBC 
TDIBBD ?* A0D B6SC F J 0 9BDBA 5 f FO • 13*61 189662 

FD 33* DATA El'2BSl2BA&BDC9BbD0B34C61ZB4C9 
31F204B1 5 A 9 B 3 0 5 DC A f 1 DA 5 0*A 5 0080 E 9 70*50 
B 8DE A 2 0A yfO 010 A A 4 2 B0S0B A00 J .506 

FH 330 DATA 8OZ10jA?ltBDZZB3A9110O110:iA?l 



f 0PlFI3A?218D2:A8lA71t.602flB3Alrt;BDE 7H2A 
9 2 1 BBE BB2A 2 20 A BCBA *0 7 4 C 5C E 4 j S »S 

VC 31* DATA » 3EF 2 DF2 3 01CAFF21DF2 2CF 2 4 C 6 EE 
T B fl 26 7 fl CFF0 70F DB3.F DCBF DE 4 T £ 4CDQI C 004 A 2 
0eF0AADftA«P09BCO72A80i04020 J 938 

VL 3S* DATA l*204AF29Bt ))W B05EE 1 AZ12860A 
D i A2 1 6 r> 1 97 1 A9008O 1A216E10218C1C7 I AD IB? 
lFB024CCCirAO0BA20BOE:lD£lBE ,«! 

KC 300 DATA Z&21C6tS092721D67F0SF0F«C90*B 
B46BD762.l4C&l}F?07FbD7FeSFei7A?00Bb£02 
RL10Mt(.IDilflZOOflD10IlCTBB,B?l. 

«I 370 DATA D0*i 4C 89 IF AD26210 0E4ECjV*2 ZtP0V 
TEBBSF8B3Z B F? C1T AE 1 if 1 B D J A 2 1 OTIC O0O 3 B£ 1 0 
5CC 6CC6»BA*»8B ? 4 22 1 997 221C 0 . 50 6 

HE 300 DATA C B B4D B r SB C 2 0 2 1 A 90 C BDf CBZ4C J71 
FA**08C2 021B94621,9?7221C8C«e4PBF5Bt:iFZ 
IAD E 70 1 BSC B ABE B B 2 0 E CCABO IB 1 j 111 

VI 3 J* DAI A 88 C 080 F83C A811 6944687 9682 1881 
0F 7 2 0 70 2 0A IF F80 1 E 2 1 A96665C D BSC F A0 A DOS C 
EA0BBB1 CtfUBCtHP 9EbGCEBCE , 072 

UK 400 DATA AS C E F A 0BC 9D6D BEBA 9/DOfl 6 CE4 C OF I 
F?00 E 2 0 At 1 F Z 1 F00 4 2 0 4 E: 3 2 1 r 00 ADlF 2 1F0J0CA 
5643OE905O554A90O8D1F21A954 , 132 

OT 410 DATA BBIBlEATir BD00 1 t 4C »31F AC2S21C 
O74F00 9B97221EE2521A001b0A7 3e4POSl EA91 
E 0D B6 1 E A TDO0 023 Z 1 £00 7£OA DL B , 924 

TO 470 DAT* 21FB00aBFO10A9B00OlB21AT>3BA00 
100A?9BA£ 1.821 AC1£Z1l2850A4FFB500BFFABFA 
»00855Z*»0C0F>*203 70BBE4ATO3 r B7Z 

(T 420 0ATA BB420j:A90CB[}4A0Sfl95DOD4403A0Z 



1 004 503 2 054 E4A ?8B W«l BJA T4 AS D 4 40 2 A»2 1 0 
D4303A?130P4003A?*080400320, 93* 

EH 440 &ATA SB E 4 A 905 B fr4 Z □ 3 A 1 7BO D 4 SB 3 A?O0* 
0400 3 A9 7 20D4 40 3 A0 Z 1 6D4 5832 ASS F 4 A t Si 2 *0f 
1 4C ' 3 1 F A 07 Z BSC B A0 Z 1 BS ES C 4C BP j 734 

Ci M OB DATA iBA?fl0UlL:BAfaa«bC(:iia/l'A-* J 'll- ) '»Fl 
»05»lC8e61*F66 0200FlEA001BD772l4Cfl91F4 
BAD 2 7S tF B0 9 *0O0 BD 2 7 2 1 fi B4CE B,BI 

PI 4 0B DATA rcl0 3DZ8&04C 33 Z0OA4 09648 0674D 
F 1 F 7 B68 AOB0 AAO B4 00 &4 A 02 C 9 B4 F0 B4B0 4 E BBB 
B20JE>Z0fc»4U542 0AD01D32?FC09, 233 

LE 470 DATA 0 1 BDB 1 D 3 A D J, Z Z 1 OA BL P4 & 860 Q'Hlttn 
D OF D 4 70 AD0 1 D3 2 9F C090 2 BDO 1 D 160 DB0 B B0BBB 
b ABB tr C 1 C 7 7 BBB0 0 A » »F C 1 CC800 « 0 3 

VA 4BO DATA FF AD? 1 £ IF D0 1 E 04C BI1B A Tfl B BD 7 LB 
3 A*E 4 BD ZZ0SBDirB3A *4B B DIE 03 AD 2 37 1 BD7AB 
3AD2421BD£003A0E42085BAA0FA^446 

Htt 498 DATA 78 9 586 D90 1 8D 7 1 2 1 7 BB | Z BA 9 B BOB Z 
1 71 0 *FC B SCB A? 1C BSC EJ £OF 1 1 F A 08D BSOC D0O60 
S0D700D214C9F 17 ADDC07C01 IFfl , SS3 

JE S BB DATA B 3 4 C 6 2 E 4A 3 OO B DDE B2 AO B IB 1 B At 90 
000F0200D21A901SD10 214C401f AE64F4AC0IE 

hh 516 OAT A 000000 I0O0 0006004 3 4 F4P4D4 14 EC 
44E4SD74r 4CC 4434C4F4LC4 9'Al^ < b4lE231BlC2 
0S24S4D9B4E45579B964 56F746S . B77 

ML TtZU DATA / Z Z B4E fc4 7 7 2 04 J tt bB bD6 1 6E 6 4964 
S 3 A9B 0800000 flflOB 000 BBB0 fl OF 0 fl £E 1 B£0fl BbO 
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THE ACCESSORY SHOP 

ISSUE 53 



BARGAIN 
SOFTWARE 



We are still managing to uncover a jew new items of software for 
your XIJXK so check all the new items this issue. Check the inside 
front cover and the following pages. Some items previously adver- 
tised are now sold out hut there are still word processors for you to 
choose, from the most simple to the most complex, plenty of games 
and much serious software - the choice is yours. As always we are 
able to offer these items at considerably less than the recommended 
price so check through the Accessory Shop pages. 



NEW! 




ROM 
CARTRIDGE 



BLUE MAX 

One cif the classics of Atari history! IHue Max 
i* set in 1^15 during World War I and has you 
flying a mission in a hi- plane. Tighter bomber 
alung a river attacking cm my planes and 
homhing hridgt* and I he enemy's air fid fit. 
Superb diagonal scrolling similar to Zaxxun 
makes this an i-xdlirig classic game. 

Normally £14,95 

OUR PRICE £7.95 



NEW! 




KICK OFF 



CASSETTE 
ONLY 



(>nt- »r r In.. riMfvl I'm it hull siniuhstirms »l :■ 1 1 . Kick Off 
l*i>rs you a full si/e mull I -directional st-roHing, pitch, 
five skill levels one or two player option. league 
competition for up lu eight players plus all i he fea- 
tures iff the real game including turners, penalties, 
yellow unci red card*, tic. Players mav lire as the game 
progresses, set injured or sent off. Truly realistic! 

Originally £7. 9S 

OUR PRICE £2.95 



LAST FEW! 




CASSETTE 
ONLY 



DECISION IN THE DESERT 

JULY 1, 1*42, the Kattle of El Alumcin beghtt, but will 
Ihe Oiri tome Ik differ? nl with )nu in command'.' You 
muki' tht- detain lu deploy tanks, artilkry. air cover and 
combat divisions. Chun* t" lead the armies cif I'ilher side 
fir Chalkittsc an opponent loeompelc against you, L\ccl- 
lenl graphics and sound, five scenarios hislnrii -ami nicy, 
one or two player* and more, ,\n excel Icnl simulation 
from the creators of I-'- 15 Strikt- r'.agb ;iinl Silent Service. 

Recommended price £14.95 

OUR PRICE £4.95 



ROM 
CARTRIDGE 



MASTERTYPE 



Sow anyone can learn m hot whihi pJsas ing a i IimIIi ii«iny 
game. Masterly pc was one of Ihe original 'jtamc hawed ' 
typing tutors which requires yon lo zap enenn words as 
they approach from Ihe four corners tif the screen. Hut i1 
mil really a \imhv fur. before yuu realise i1. you will 

bee e quite proficient on the kev board as you progress 

Ihrnuith IK lessons of increasing complexity . 

Recommended price £1435 

OUR PRICE £2.95 



R0B0TR0N 2084 

H"s Ihe year 20W4, and you're Ihe only bring lefl w ho 
can defend humanity against the Kohotrnn armies! 
You've got to mute quickly lo rescue the defenceless 
humans and blast fast with your anti-robot laser gun 
lu shatter the oncoming waves uf (ironls. Hulks. 
Brains, Spheroids, kk-clrodts and mulant Progs. Only 
you tan sou- (he last sunlmrsl 

Normally £12.95 

OUR PRICE £6.95 



NEW! 




ROM 
CARTRIDGE 



MISSILE COMMAND 

Another of Ihe all-time classic arrack' g;nnc s 
thai has yon drfc ruling cities from missile 
attack. Command the defence guns: as enemy 
missiles rain rlovin from spate lu ullnck your 
cities, letter smart missiles and bombers will 
appear making Ihe ad ion more and more fran- 
tic. For one or twa players. 

Normally £14.95 

OUR PRICE £5.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



MOON PATROL 

Your heal: Sector \irte, home of Ihe roughest, toughest 
thusiv in Ihe galaxy. Yoa h.m- 1he lines! puti-nl car mi iIk- 
force, complete with anti-gravity jump buttons and laser 

bullets, but hou'll need mure tk hot ejr in the r<High 

lernain of Sector Sin*. KIjsI IKK. Leap mer landmines. 
Demolish ranks and jump huge craters and moon nwks - 
just lo survive. Creal 311 graphiei and u«md musk iidd lo 
Ihe eajoyoH'Ul of 1hh uddielhe arcade eunversinn. 

Normally £12.95 

OUR PRICE £6.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



LETTER WIZARD 

For those who need a lillle more suphislkation in I 
word processor. Letter Wi/ard not's vrm of Ihe 
busie fealure^i sou uctutd evpt-s'l plus mail mi'jjn', 
print ol seleeted pages, headers and ftMJlrrs, autrmiatie 
page numhering and a whole host more print format- 
ting styles. All hough sel up lor F'psrxn compati'ok' 
printers or the NKC NIIZ.^, ecmlrol eode> can he mii! 
direct lo the printer. Cumes with an easy to learn and 
• I plus a hand L Y (juiek Reference card. 



LOWER PRICE! 



Original Price £1935 

OUR PRICE W01VE5.95 




DISK 
ONLY 
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99p CASSETTE SPECIALS 



NEW! 




HANGMAN 



CASSETTE 
ONLY 



the original torn f] til er education ".ante suitable 
for ages from 8 Ut adult. Three levels, or play 
wilh 40 wurdK in each. You piny Against the 
computer b> guessing the »or<l the computer 
has cli, m il. Uses keyboard or joystick. 



OUR PRICE JUST 99P! 



LAST FEW! 



CASSETTE 
ONLY 



STATES AND 
CAPITALS 

I earn the geugrapliy of (he tlniled States, wilh 
I his program which draws outline maps of each 
of the Stales and asks you lo identify it and Ms 
capital, Useful for mcIimoI geography and for 
anyone interested in the USA. 

OUR PRICE JUST 99p! 



TAIL OF BETA LYRAE 

Our A*Z of Atari Software «ries says "The ultimate 
'Sc ramble' cktoe with superb graphics- and music. 
This humdingrr of 1a hortinntally scrolling shunt 4 tritl 
up was written by Philip Pricr.* and the musk' was by 
< ■ arv viilberison. They later went on lu write the 
'-MtemiiCc Rculiiy " ^umci." I'his is one of the few 
original 'classics" right up there wilh the tup arcade 
jiiiiin-s ipf M time, tiiyr yuur eves, ears and reur|iinis 
an unFnrnettahlp fresfl 

OUR PRICE JUST 99P! 



NEW PRICE! 



BLACKJACK 



Play one of the most pup u tar casino games at 
home on your Atari* The computer \s the deal- 
er and he plays by the rules. You. on the other 
hand, bet money and decide whether 10 stand, 
draw another card or double down in efforts to 
hit 1 1 . 

SOLD OUT 




CASSETTE 
ONLY 




! 



CASSETTE 
ONLY 



INVITATION TO PROGRAMMING 2 



I 'assetle users wishing to learn Basic programming 
can benefit from Ibis lape ha^eu tutorial. The Imita- 
tion To Programming 2 set, entitled Writing Your 
(3m.ii I 'rn^rams, comprises TWO cassettes and TWO 
workbooks and does not require Invitation In Prog- 
ramming I. Wilh these ucluaL tm -screen, examples 
your programming books will come alive and jou 
will he writing your own programs in no time. Start 
to program now al our hargain price! 

Original Price £12.95 

OUR PRICE £2.95 




CASSETTE 
ONLY 




Published price (7.95 

OUR PRICE £3,(10 



130XE HANDBOOK 

A pnvramminit hnrnk whirl) coven nul wily- the MiMM 
mtnthuned in h» tiilr but also tlw ftSXK, BWXl. and 
earlier ,,, ,1. Is Thv lunik will lake yiku frikm ttle first 
*ti'p\ ilk |ir<p|;r 4i rmubnK up tu writing Kirfid, strut-lured 

i Inc . tlaplei h devoted It I hi- siiHnri cnpabllk- 
Ik's ikl'lhf M \h vnrli ueliiiltur I he wkund chip Hm II 

Mll»wrnK vtm llh LTtMltl- lln.lv \ 1- lli:m i- mi ii'iilfi 

positlbk' »irlp Buiit.'. I'liur ehuptrrx eitver Kr4^ptlitrs Includ- 
ing JJkplay 1 Kt 0>«m«Fnminn. Player Missile r, reptiles 
mid redefin inp. thurm trr^ . I Ik-h- are eilensive appen- 
nkv- ^»vrinK Basic vommund*., Krror eudev. suund anil 
liruphirs re flirt B M» and much marc. An ideal viunptinkin 
fur nut in 1 and inli-rmi-dl.it ti- lm i ig rammer?. 
t'kthllvhed prim f7.95 



L^ST FEW L.EET 




Published pnee (8.9$ 

OUR PRICE £2.00 



MICRO ENQUIRER 

A large furmat IhhjL that covers the *urld of micros in 
general with sum*, spmfit Alari swi ion v The bitok 
contains ■ M uf wcn-lhwhiJc backgrnuiid i tifuritiathJIfl oil 
humc computing and I* ideal for those who are recent 
Converts or who want to expand their general knowledge 
uf computers, ll covers all sorts of topics including 
lannuaKf>s. hull boards. I'AlJ, Data Proee*sin£, Prin- 
ters, Artificial Intelligence and much more. There are a 
few \lari specific programs to illustrate vuriuus [OMttpll 
hut generally this Ihku\ will fulfil a need lo kiiuw more 
about (he world uf Lomputine in general, Larje furniai 
wilh oser IMO pages. 



AVAILABLE AGAIN! 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

I hi* Hhh.L MM nut of prlnl 3 ye*rs ujt" and w haw bvrn s4jir(hln K for 4t 
rtpLinmenl i'vt-r sine*. We «re JbMtlulel^ dt-ll K h[rd tu hu>« TiniDd mirr Klnchit «f 
une uf the bul ht^inni'rS himk^ <:<-vt' puhlislled. Clver (he pusl iiHipk- itf year*, 
whrncvrr wnicttfir hits phnnrd fnr » betfjinnvr* txmrk un pn^Kriimminn *n' tuiiv 
i'vt'il ihen Iip Iry and find it MTitnd hunri 1 rnpv irf 0)K tnurk - nuv vihj iin huy 
It ii-Uiv ;«hlmi». tirund new! Hy Iht end nf thin hook Vuki'll Ikr wfitlllK > 4 'tir ifwfi 
|l| W|| aim, IndlldlnK Ihiiw wbth full uraphk-s. und Mtund. 

NEW REDUCED PRICE £4.95 



ATARI ADVENTURES 

An enrellent Nwik wriittn by adventure espert Tony 
Hririgr* crkvcrjuK Hdvenlure>< in >j.riu (Lil and ^hitwlfi^ 
h.kw >nu Liin wrilL- >uur u\\n ndveniurew un the 
Alari I his h<.n.<k has In fait IWmrtl the husis hir 
SOmt Of the advenlure IKlirt X M Ihut huvr hH,^n puh- 
lished In PAUK h. Tony will liikr inn fhruueh 
examples ihf oummen. iul ud venturer with k>tM>f 
bjvkgrcMJiitl tu all dilTerent typps uf advent urt and 
i hi* 1 1 slmw vlhu huw jkll thi'st- ideas can he put 
HtKvl hvr in yuur vi'n i»wik itdl s L-iklun-. I hi-rr i--. :.\ 
playalik liiI 1 e n tu re I is I inn I'jkllrd I hi- I -, I In 

"*t:\t vv .if pi n i tii --ti 1 1 ■■■ ymj jusl lii-i.>. il .ill l-mitil-s 
|i>l*clher^ KverytliiFin you riffd tih knuw tn write .vimr 
first iidvt-nlurL". 




Published price £5.95 

OUR PRICE £1.50 



WRITING STRATEGY GAMES ^ 



If vim Jin- red up with simple ari;n1i sU U- nanu-^ hut 
jl'e nut sure uf I he mulhs rei||iiri'd in vvritinw Ihink- 
ink? L uanu-s likv vlle.ss here is u hiMik I hill wilt help 
>uu out. Tn write names of stralejty requires nul uuly 
;k kniihUeilKi' ufpriinrjunrnkikfj h\it ,.K,, ..1 ^«.- 1'1 li I t-l 

mathlllldlkal and ickdiuji U i huiipies. I hiv W is 

piti hi-d :it tm intermediate leveL assuming thai yuu 
already kmm mimt Aljkri llu^ic. Machine Clkdt prOR- 
iMikkJiu-l'^ Life 11 Km i-ak'ivd Tur with many hints im 
hiiw tfi mikrlify i he routines. The book covers the 
.■i ■ m .i mining I henry tie hind inlellipenl KJimn before 
■onvinij nil h< pl jvtn.ii I vsuiii pit's ut iselliuK up a ihevs 
hikurd. mrkving pieces and plavlne, thmugh. Thrrr are 
sample ^ames fnr druu«ht«.. <hi-^ untl ulhtt sti'aleuy 
Haitlev 




Pubiuhed prict £$$$ 

OUR PRICE £1.50 



! 
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DISK 
ONLY 



MICROSOFT BASIC 

\Ikrusofl Hask J J is now sulci mil hut you can still 
practice programming in the standard Ham' if you hate j 
disk drive. Mim»soft Bask is idral is you want to convert 
programs fnwn ti<h^r machines as il cnnlains many of tic 
command* thai ant missing from Atari Hask. You'll be 
ahlr to share Ihe creation of programs with other rnmpu- 
ter owning friends and maybe type in and adapl Mings 
written on other cnmpilters. 

Recommended price £9,95 

OUR PRICE £5.95 




DISK OR 
CASSETTE 



JUGGLES RAINBOW 



\ first computer II iii niM N ^perienn? for children 

.Lyed .Mn h r!,;ii u-.uhi-s rhi l- ip is»| a him-. hi-low. 

JclH and righf plus letter recognition allowing I he- child 
to enjoy learning with L-r»Ui»rs unci music and giiim ■, 
Ihcy can create and play themselves. 



OUR PRICE £5.95 

NOW ALSO ON DISK! 



LAST FEW! 




DISK 
ONLY 



TEXT WIZARD 

If you don't need a very powerful word processor bul 
stilJ want t4i use your Atari to help with pnuiucing 
written documents Text Wizard could he ihe answer. 
A simple lu usr und easy to Irani word processor that 
has the hask features such us search and replace, 
mine and duplicate fexl and Straightforward print 
ftffBlB ttiflg in finding drnjble column print out. The 
print commands are set for Epson compatible prin- 
ters, Tcil Wizard will get you pr inline wilhool getting 
you confused. 

Original Price £29.95 

OUR PRICE £7.95 



LAST FEW! 




DISK 
ONLV 



PRINT SHOP GRAPHICS 

Th* official PRINT SHOP Graphics Library compris- 
es three separate disks each whh 120 graphics and a 
printed out reference guide of the new icons. fMsk ] 
covers Holidays, Special Occasion s. Sports and more, 
Disk } covers Bu sines.*, Symbols. Mythology and 
others, ONLY No.s I and J NOW AVArLARLRTh' 
ew are all top quality graphics in ihe original Rrode- 
rb-Lind Prim Shop packaging. 

Original Price £12.99 each 

OUR PRICE £4.95 each 



SPECIAL -StY BOTH FOR jt ST £8.95! 




DISK 
ONLY 



SILENT BUTLER 



The al] round personal finance planner I hat keeps 
Iruck uf three bank accounts, maintains income re- 
cords, reminds you of birthdays, anniversaries and 
important dales and generally keeps yuu up to dale 
on your financial status. 



OUR PRICE £6.95 



SKYWRITER 



Help your children learn how to create complex 
words with a fun Ramt thai will keep them happy 
while I hey learn. A two syllable word is given and Ihe 
child has to recreate lhat word from ils parts which 
foal across the screen on clouds. A simple concept 
but one wfeich teaches la an inlcrcstijuj way. Suitable 
for ages 5 upwards. 

Original Price £12.99 

OUR PRICE £4.95 




ROM 
CARTRIDGE 



JUGGLES HOUSE 



Another for J In 6 year uJds teaching the concepts of 
inside, outside, upper and lower with Juggles' House 
and Toy shelf, each game also Includes a 'playground' 
where children can try out these new ideas for them- 
selves. 



OUR PRICE £5-95 

SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRA MS FOR JUST £9.95 




CASSETTE 
ONLY 



TOUCH TYPING 

l-.m.TviNnt' u ho ush-s a ininputiT meeds in brush up mi 
their typing and now sou can learn to (vpe like a 
professional typist with this complete tutorial. Touch 
Typing presents a self paced method of learning by 
letting you practice typing letters, sentences and para- 
graphs, The Computer determines words per minute, 
number of errors and your weak points, Random 
sentences are generated lu drill you in those areas, 
Contains two cassettes and instruction 




Previously £19.95. 

OUR PRICE £4.95 



CASSETTE 
ONLY 



TYPO ATTACK 



A l>ping trainer based oil the Space Invaders concept 
in which you heme up your typing skills by Masting 
falling letters, An enjoyable way to learn that will 
qimkly enable mu m recognise the ke>s without 
haviaf to look at the keyboard. 



Normally £1235 

OUR PRICE £6-95 




ROM 
CARTRIDGE 



MUSIC PAINTER 



Ail esc i ting educational priigram that helps to 1e;n h 
music In using colours* inslt-ud oF notes, ( "bcin^c Ihe 
11 1 teen supplied Mings (hi feature different instruments, 
miikf in.- notes lunger or shorter or transcribe vour 

own songs. S'c sicul knowledge required ro make 

your own ureal music, t hildren or adults alike will 
get great satisfaction from being able to create their 
very own music. 



OUR PRICE £7.95 
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A 'pcvU&en, Selection 

More software for your added enjoyment ranging from adventures to arcade games and serious 
software. Something for everyone in this selection with several new titles this issue. 



CAVERNS OF MARS 



LAST FEW! 



DISK ONLY 

Winner of one. of the first Atari programming com pel ilium, this was one of 
I hi- rirsl vertical strollers ami remains a much sought al'dr mighial rjame. 
Descend Ihruuj-h I hi- caverns avoiding minus and poking up fuel. Highly 
playable and addktivc, only one or two have maile il to Ihe bottom of the 
cavern I" discover the secret thai auaiis ihein. 

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL ■ 

LOWER PRICE £4.95 



KABOOM 



Challenge the Mad Bomber as he Iries to hnmh you out of sight, ( an you caleh 
his iHiintrs and rlituvt- (hem in time? Or would you like to he ihe Mad Bomber 
and try to Patten one or your friends? l.ols of cvcilemt'nl for out or (wo plovers 
in this addictive arcade game I hat won awards for Best Audio anil \ iMul Ktl'eLls 
mIil-ci ii Has fir%c released. Simple yel uMktiVC 



ROM 
CARTRIDGE 



OUR PRICE E2.95 



SCREEN DUMP 1020 

Owners erf ihe III21I printer plotter u ill be delirjhtcd vcilh this utility which has 
been unavailable for a long lime. Now Atari A nisi pictures can be dumped lo 
your 1*20 in KIJLL COLOUR lust bout up the tape, setect your famurile 
pit. lure and let the software do ihe rest. 

CASSETTE ONLY 
Originally £14.95 OU R PRICE JUST £2.95 



HOME FILING MANAGER/PAY OFF 

I>ISK ONLY 

I hf II mile Filing Manuel moid keeping -astern lhal simulates index cards ml 
your Atari, keeps Irack rrf almost any thing together with The Pay -Off Adventure 
■ your chance to sample an adventure in classic slvlc. l itis I wo disk set also 
irn liides sooie 1 i hp claw graphics demos, 

SPECIAL PRICE - ONLY £1 



MACRO ASSEMBLER 

Thr Math i Assembler veil I allow you to create your awn machine language 
games and applications five limes faster than wilh Ihe Assembler Kditor 
cartridge and it can assemble as many as I6W symbol definitions with no limit 
on program si/.e. Yw can duplicate code, optionally assemble code and modu- 
larise yinjr program, A Pn^ram-Text Fdimr is included. 



DISK 
ONLY 



Normally £1935 

OUR PRICE £7.95 



TIMEWISE 



REDUCED PRICE 



Why flot use your Alari as an elect ronic diarv '.' 1 imewfef allows you to keep 
Irnek irfall your appointments and important dales on a daily, monthly or 
yearly basis. Snw you can dispense with your diary and let your Atari tin Ihe 
wort. If y ou have a printer Time wise allows you lo print out the Informal ion in 
a variety uf ways. 



DISK 
ONLY 



Originally £22.99 

OUR PRICE £3.95 



ZAXXON 



One of tin- all liiii*- classics fur the Atari, /awm set nc" standards when lirst 
issued and was copied many limes. I'ilol your craft across the unique J 
dimensional battlefield shooting enemy fuel tanks, antiaircraft tanks and mis- 
siles heiure launching i ll through space for ihe ultimate conflict with a mighty 
rohnl - few have gut this far! /a won, often copied, never bettered and NEVKR 
at this incredibly low price! 



DISK 
OR CASSETTE 



RRF£735 cass/£935 disk 

OUR PRICE £2.99 



PLANETARIUM 



BMW STOW. 



run or education'.' Hoth really in this fascinating look al Ihe heavens. Over I2IMI 
slars, HH constellations, the solar system :anrl mure than MWi deep-sky objects are 
depicted in lliis urogram thai allows you lo view the universe, t uu can make stellar 
and planetary maps, study eclipses, learn about latitude and tnngiliitlr and m«di mure. 



1050 drive only Normally £16.95 

Pleas* slate when crdering if 
you have a US Doubler fined 



OUR PRICE £ 6.95 



PROOFREADER 



I sers of Alariwriter will he delighted with this. Ihe long lost spelling checker for 
(he Atariwriler cartridge! Proofreader mat In- loaded alongside itarmritcr to 
give you instant access to a dictionary or words. If that is nol enough you 

can add your own words us y uu go. Krrors are higldighled on screen for 
correction, unusual words can he saved and you can look up spellings. 



DISK 
ONLY 



OUR PRICE £5.95 



BASIC CARTRIDGE 



V\hv tumid miii warn a \U\k ( a rl ridge vs h l- ii Haste is already buill in to your 
machine? Well some programs, espca Ml y M,me i-jirly public dmnain f»n^rams 
wnn'i ion mi I In- XL'XK but \\ti\ will if you plug in the old version ol Kasic. 
Much more convenient than having lo boot in the nld Itasie from ilisk ami. at 
llm price, ^nr1b has ing jus! as j backup. 



ROM 
CARTRIDGE 



OUR PRICE £3.95 
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PIRATE ADVENTURE 

■' Vo hu h4 Mid ■ bottle Of rum ,.," r YOU*|l H»ft up HS ith On- piiatr jnrl his 
hird along wilh nunj strange sights us you alli-iopl In iw Ircmi y»ur 1.4indnn flat 
H) Treasure Island. L"an you rwjvcr 1.a»i k John Silver's Itwl Ireasures'.' Happy 
sailing maley. Xiitti Adams Graphic Advenlure #2 brings you a superb Hej»Jri. 
ner's level advenlure complete with graphic* and ideal fnr all ages 

Original price £19.95 

onlv OUR PRICE £7.95 




STRANGE ODYSSEY 

VI the galaxy's riin, there ;ire rt-H ai d^ apleilly In rn- Ii.li m-sKiI Irmtl ,i l«li|{-d*-iid 
.ilk-n eiMli^'iiiim, Fabulous treasures ,., 4ulvanced technologies far heyi»nd human 
ken ... All 1his unci more uu.uls tlie brave galactic Adventurer. Hul Mill you he 
able to rrcover the wealth and return borne? Prepare yourseir for a Strange 
Odyssey! Scnlt Adams Graphic Adv^nlure M is a Mtdmtl level j*d venture. 

Original price £19.95 

SSZ OUR PRICE £7.95 


HARDBALL 

American l.eamic IhivImiII ;ii it's very he si. \ highly regarded «iimi' - du'di mil 
Ihe review in Issue 45 'THfc best sports. Simula Linn «n the A lad ', look over Ihe 
pitchers shoulder as he throw* Ihe hall t» Ihr wailing trio of hatter, catcher and 
lUMjdre, In Hard Kail you can hit. run, steal, blunt and dive, change Ihe fielders 
and do evcrvthing you can do in Ihe real name, hiir mif nr two plnvcrs. 

hom Normally £14.95 
CARTRIDGE OUR PRICE £7-95 




GALAXIAN 

Another arcade ™vcrnl«ii ih;i1 id u iris mil nl' i hn- mhliHi^nfs* uf the oritiinal 
anil sllll stands as one of Ihe all limi- t kissies. KlasL Ihe palaxwns ;is tht-> advance 
in formalithn anrl peel ii-rt' tu Ultact. With untor Iwo player* and ID skill k u ls 
.nnril he cnlcrlainrd for a long lime. Includes an easy oplimi (nr Kn;iiioers, 

i\ onnatiy t/ z.y„7 
CARTRIDGE OUR PRICE £6.95 






JOUST 

Dun ynur helmel urirt hnidst vimr hum- and climb aboard an oslrich in this 
unusual arcade game! Do haltlc wilh the evil |lu?/ard kinl^rs In deep space. 
PtHtWhwAyfa In the right ofjOtt, alien egg* to the left, you must learn tu fly H 
Iha1 utu won't die mi very far from home, All the arcade Hirilk lm nut t»r l wo 
players. 

Normally £12.95 

cartridge OUR PRICE £65.95 




RESCUE ON FRACTALUS 

Ask old hands what wU one of the best games ever for Ihe *t*ni jnwl a good 

proporii if them will say Rescue on Krwilalus. I his game from Lucasl'iliri m-1 

ih hi. standards in cnrnpnlfi- games combining a space nijjht simulator wilh a 
rescue m^lon r Super, ever changing. .l-D st^nery as you lly through Ihe 
n tains In land nn Uk- plimel and n sun slrandttl pihUv 

f\ ormuity x/#, 
CARTRIDGE OUR PRICE £6.95 






1 BALLBLAZER 

Another from l.ucasfiim. Ihis Inp ipiajily split seiseen game takes place in i 
games arena erf the fulure, You arc «l napped inl« a kid i ►foil hnveircrafi-like 
vt'liif li 1 Ihai skims m L i Hit' slli late nl llu- |iIli> field at 50 mclrcs per second. The 
object in simple, jusl release your Nasmnrh through JMMT upponenl's goal. Two- 
player simullanssnu* play with first |>frsnn p* rspeel iv e for both players 

Normally £14.95 

carTrTdge OU R PR IC E £6.95 




SUPER BREAKOUT 

Bifukont was Ihi- ordinal simple >rl lotatly addklivc game ami |hk mharaeed 
version will phov kit even more addklive fun. Several variations *m Ihe b,isit- 

tluiik- .in .n.iil: Inr one u> kiLti players in H inMhi mo MHO\ 1I1..I 

Ihis jjiime require* paddle controllers. 

JMnrm/ifiv -FQ 

j t tit tftiiity juifw y+? 

CARTRIDGE OUR PRICE £3.95 






STAR RAIDERS 2 

1 he i>ri«inal Star Raider* is updated wilh brHrr ^ru[»ln«-s and Miund. S ■ hi r jnh 
is In ■ elfjii 4-ul-Ii mi' tor whilst ensuring thai Ihe enemy do nut iive-mm planels in 
another part ni"|he gala**'- Il will take skill In deciding which sector lo »urp 1". 
can you afford to clear a sector or will yiju have [■■ leave In defend a planet and 
relnrn Inter! \ j;n-;il tulliivi up in an all Unit- classic. 

Normally £14.95 

car?r"ge OUR PRICE £6.95 




LODE RUNNER 

IrmlhiT ilassk. perhaps Ihe best * if all plmfbnn gan«. You are a highly Iraiaed 
<ialactic ciimmjimlii 4dtt-p in t-mon lerritury. Vmie mission is to infill rnlc all 75 
nf the enemv's sublcrranean li^t-ls to recover every lasl |i U-4.-4- njf guld. Vou arc 
cijLiippeil wilh a laser drill pisml hul ^im'll lu-eil t unning, -peed and jollity. 
Ixide Runner includes a unk|Ue vWta lhat allows ynn [■■ errale your imn levels. 

CARTRIDGE OUR PRICE £7.95 






TENNIS 

l^rt-iil >jhn tsfan eiiht-r ajyinst Ihe- computer itr unuthcr pliiyor, sinjilfs nr duultli*- hnrtliiinds 
;mH ikin-fchuntls, <trii ini> uppniarh sliul s, aii|tlrd <nMeys, overhMd sma-.liL'K und Irickv Inhs - 
Ihey ire.nll Ihti'. Vim iDritml ^mr pn«.ilinn nn Hit+mirl jml nlirrr yciu waul to hil tin- hall. 
The ekcinmlf sct**board dis plays lh* n-suliv. All Hieaeticir williiHil theswcil! 

Normally £12.95 
CARTRIDGE OUR PRICE £6.95 




ONE ON ONE 

Play bavkelball »i(h two nf America's top players in Ihis ureal sporK simmlaiinn 
whdeh features realist lc BflHUtVC and defensive moves faligue factors, hot 
siren ks, a shot dock, even instanl repny and u shallt-rin^ huckhrkjircll l .ikt di t 
game of bask el ball ilself, fine-on -One rewards you fur playing with your head 
as your hands. 

ntortfiflitv i/^f.y^ 

cartridge OUR PRICE £6.95 






FIGHT NIGHT EEB3H2I 

Kinht Mulil brin^ ynu ull Ibt- Ihrills or Ihe bmunn rin^ i( s Lit t- nf chv 
mnsl hrut:il finhiffs ever, lis five separale battles arc tolal w«r with rrlrnllcMs 
action. 1 he H»\ine t"on*tlriicl»on Sel Mliwi Jim JWd your opponenl lu crcale 
yMi own perfect boxers, selecting siumina, MttMtel Iftd slyk-. Slt-p into the rJnft 
in |3i1 n 4 iii r pt-rfa't l-Hist-r against the ampuler or another opponent. 1/2 plnyerv 

Normally £14.95 

cartrTdge OUR PRICE £7.95 




DESERT FALCON 

A version of Ihe classic Blue Wj\ thai Hods ynn flying across thr dcM-M Indiana 

Jones style searching lor hieroglyphics hidden in Ihr Ot st i l sands. V-m m-r 

snr^ivt kmt enough lo destroy the howling Sphinx. I he hmurr y.»g survive and 
Ibe Turl her .nm iirtusts.'*!, Ihe more pirihnis vinn missinjii ht-coints. II dt-stmy 
Iht- Sphin\ yiiu uct to pin |ht- bonus round lor even higher glials. h..,n 1, ■. , u. 

CARTRIDGE OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SERIOUS SOFTWARE 



Qty. 


Title 


Price 


Total 




BASIC CARTRIDGE 


t 3.95 




JHOME FILINGHW. ■ PftTOfF 


E i.QD 






INV TO PROGRAMMING 2 








JUGGLES HOUSE 


£ 5.95 






JUGGLES RAINBOW 


£ 5.95 






JUGGLES RAIIHBOW H0US€ 


£ 9.95 






JUGGLES RAINBOW -DISK 


£ 5.95 






LETTER WIZARD 


£ 5.95 






MACRO ASSEMBLER 


£ 7,95 






MASTERTYPE 


£ 2.95 






MICROSOFT BASIC 


E 5.95 






MUSIC PAINTER 


E 7.95 






PLANETARIUM 


£ 6.95 






PRINT SHOP GRAPHICS 1 


£4.95 






PRINT SHOP GRAPHICS 3 


C 4.95 






PRINT SHOP (BOTH} 


£8.95 






PROOFREADER 


£ 5.95 






SCREEN DUMP 1020 


£2.95 






SKYWRITER 


£4.95 






SILENT BUTLER 


£6.95 






TEXT WIZARD 


£7,95 






TIMEWtSE 


£3,95 






TOUCH TYPING 


£4.95 






TYPO ATTACK 


£ 6.95 






Total 








BOOKS 


Qty. 


Tide 


Pri» 


w 




EASY PROGRAMMING 








THE 130XE HANDBOOK 


£3.00 






MICRO ENQUIRER 


£1.50 






ATARI ADVENTURES 


£1.50 






WRITING STRATEGY GAMES 


£1.50 




TOTAL 







GAMES SOFTWARE 





nrie 


B r :> a 
PH£* 


1 Old! 




BALLBLAZER 


£6.95 






BLUE MAX 


£ 7.95 






*"» .i h mur* nunc 

CAVERNS OF MARS 


£4.95 






DECISION IN THE DESERT 


£ 4.95 






DESERT FALCON 


£7.95 






GALAX IAN 


l 6.95 






uinnQil 1 

HARDBALL 


P 7 AC 

1 7,95 






FIGHT NKjHI 


E r.sb 






JOUST 








KABOOM 


E 2.95 






KICK OFF 








i nnr ni ilili r r> 

LODE RUNNER 


(i T fir 

L 7,93 






lit viuci i e nciJrt.il 

MAXWELLS DEMON 


P 4 AA 

L 1,99 






MISSILE COMMAND 


p r ac 

£ 5.95 






MOON PATHOL 


P C AC 

£ 6.9b 






MR ROBOT -CASS 


£ 1.99 






Kin nrtlirtT nidi/ 

MR ROBOT ■ DISK 


f* 4 AD 

E 1.99 




1 


ONE ON ONE 


L 0>93 






PIRATE ADvENTUHE 


P T AC 

L r.9b 






nrn .-. 1 i r nil i- Hi I n T | II * fi 

RESCUE ON FRACTULA5 


P C DC 




1 


R0B0TR0N 2084 


E 6,95 






STAR RAIDERS 2 


£6.95 






STRANGE ODYSSEY 


£7.95 






SUPER BREAKOUT 


£3.95 






TENNIS 


[6.95 






ZAXX0N ■ CASS 


£2.99 






ZAXX0N DISK 


£2.99 






ZORK 


[2,95 




Total 





TELEPHONE ORDERS 0785 21 3928 



99p CASSETTES 



Qty. 


Hi 


Price 


Total 




HANGMAN 


£ 0.99 






STATES h CAPITALS 


£0.99 






TAIL OF BETA LYRAE 


£039 




Total 








PUBLIC DOM Alt 


J ETC. 




Qty. 


m 


PfOc 


Toca 




ISSUE 53 DISK 


£ 2.95 






8-BIT REFERENCE GUIDE 


£ 6.95 






TURBO BASIC 


£ 3.95 






Total 







PAGE 6 SOFTWARE 



All on disk unless shown 


Qty. 




Pre? 


Total 




TRANSDISK IV 


£19.95 






TARITALK 


£19.95 






MINI OFFICE 1 


£14.95 






SPELL ME -Disk 


£ 6.95 




Total 





FREE NIB&LER - 

IF ORDER TOTALS £10 or more (ex, postage) 
DISK ONLY* TICK if REQUIRED 



TOTALS 

Software 

Books 

Post and Packing or above 
Public Domain 
PAGE 6 Software 

Total 



£ 

£ 1.00 

£ 



MpsI gyote wiii be despatched within e few days but please aitow up to 25 days tor 
delivery - Ptease feet tree to copy this form if you do not wish to cut the magazine 



Name 
Address 



Total Order £ 
OVERSEAS postage PLUS 15% E 

Total E 



□ I enclose cheque/P.O. for £ 

□ I authorise you to debit my credit card 
□visa □ access □eurocard □ MASTERCARD 

My card number is: 
]□□□ □□□□ □□□[ 



]□□□ 



Expiry date: □□ □□ 



Signature 



Please ensure that the name and address shown are 
the same as the cardholders. 



Please make cheques payable to PAGE 6 
POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 



HOW TO GET NEW ATARI USER 



FROM THE 
NEWSAGENTS 

TO ENSURE THAT YOU OBTAIN A COPY 
YOU SHOULD PLACE A REGULAR ORDER - 
JUST POP IN TO ANY NEWSAGENTS AND 
ASK THEM TO ORDER A COPY FOR YOU 



MAGAZINE 
SUBSCRIPTION 



For your copy of the ONLY magazine to suppurt the 
ATARI XL.'XK and the one (hat gives the alternative 
viewpoint on the ST subscribe NOW! 
A six issue subscription is available for the special 
price of just $12 it) the U K, This not only saves you 
money hut ensures that you never miss a copy 

OVERSEAS RATES; EUROPE £15.00 
ELSEWHERE £21.0(1 by AIRMAIL or £15.00 by Surface 
NO PRICE INCREASE ON DISK SUBSCRIPTIONS 



OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 



DISK SUBSCRIPTION 
SPECIAL OFFER 



Subscribe NOW for the Magazine and Disk at the 
normal UK price of £25.00 and receive the following 
FREE OF CHARGE* 

NIBBLER - A GREAT PACMAN TYPE GAME 
TIMEWISE - TO KEEP YOUR RECORDS 
HOME FILING MANAGER/THE PAY OFF 

That's right! Receive ALL THREE of these 
ABSOLUTELY FREE if you subscribe at the regular 
UK price of £25 For Six issues with Disk 

* uFTcr nx»| jtuiljtilu uiri-M-iis jnd Mib.jtcr lu utailahilitj *\t sloch Iwe haxi- llMtri] 



TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213923 
quoting your credit card number 
for your subscription to commence 
with the next issue 



U PQ I want to show my commitment to Atari by subscribing to NEW ATARI USER 
I CO Please commence my subscription for SIX issues from Issue* 

■ Insert eGmmcncifig Issue number 

Name 

Address, d 1 enclose Cheque/Postal Order for £ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 

I I I wish to pay by Access; Visa, Ma sterCard.'Eurocard 
Card No: 

□ ORDINARY SUBSCRIPTION * * UK £12.00 Europe £15.00 E^DD □□□□ □□□□ □□□□ 
Elsewhere Surface £15.00 Elsewhere Air £21 .00 Expiry date: [ 1 1 1 1 ] | | 

Q DISK SUBSCRIPTION* UK £25.00 Europe £32.00 

E I se where £42. 00 Please debit my c red it card with the amount shown above 

*Please send me tree of charge the 3 items mentioned above Signature 



GE 6, R.O. BOX 54, STAFFORD, ST16 1 D Ft 

You don t have to cut the magazine - photocopy this form, write a fetter or just phone ypur subscription 



XL/XE TYPE-IN 



RUNAROUND II 



J. Goodwin's game using 
the artifacting character 
set editor in the last 
issue - check the colours 
in Graphics O! 



T 



his game uses British artifacting to give a 
much more colourf ul display in Graphics 
0. Many multicoloured characters are used 
on screen at the same time, making It look 
as if machine code has been used when in 
fact it is all done with Basic. Excellent 
sound effects and visual tricks enhance 
the overall effect, making it fun to play. 
When you run the program, you will see 
the title screen with PLEASE WAIT then a 
set-up screen will ask you to turn your TV 
colour up so that the arti faded colours are 
visible and then press a key from 1-8 to 
adjust the screen so the correct colours 
are displayed. 

The object of the game is to travel around 
the maze (using a joystick in port I) to 
reach the door at the centre while avoiding 
the wraith who will chase you relentlessly. 
Being a wraith, he can, of course, walk 
through walls, 

There are three levels, each with an easy 
or hard option. You can select any level to 
start with, and if you complete level 3 you 
will see a sound and graphics explosion. 




El 
DG 
ftO. 
SH 
FC 
BF 
Eft 
HN 
ttU 
HJ 
H ' ■ 

OK 

TC 

TT 

EE 

PI 
UK 
YB 
3H 
PI 
EM 
HY 
BC 

MM 
CM 
OF 
KK 
IL 
ML 
TC 



HF.M H H .mtM ** MH 



[ 



HEM * 
REM * 
REK * 
f»EH * 

REM # 
REM » 



HUHORtJUHD II * 

by * 
Jfipl GDOdwin * 

MEM ATARI USER - OCT - L9?I • 
HH«H H M MKM kkmM W w w m w H HHHH M rt MNH H 



AIN GAME LOUP 



1 

2 
J 
A 

5 
£ 
7 

B HEM 

18 GOTO lOOfl 
REM 

iea s=peek ilTJ : if 5-is then hait=*peed 

; GOTO 198 

110 WJt-H* <S = 7i - C5-11) ;V1^V+ C3=13J - ts=i 
41 

1Z8 HA I T -5 -LEV ! LOC^PEEK CSG+H1+ Yi*4»» * I 
F L0C = 8 THE* lbO 

130 IF LOC>l23 THE It POKE SC + K + Y*4* , 0 I Z 
=1 ! RETURN 

±40 IF L0C = S6 THEN POKE SC + H + Y»48 I, 8 I RE 
TURN 

ISO GOTO 138 

168 POKE 5t+H+Y*4fl,B 

170 H=H1!Y=Y1 

188 POKE SC+H+Y*4ft, £5 

150 NDUE-M0VE*1 ; IF MOVE <MAIT THEN 188 

288 MOVE=B : POKE SC+ GX + G Y*4B , 0*E 

218 GK=GH+ <K) GH3 ~ £H <GH1 

230 C¥=GYt CY>CY1 - tV<GYI 

?30 STORE- PEE KISG+GK+C ¥* 48] 

248 POKE 3C*GH+GY«48,8B 

258 IF 5TnRF-85 THEN 5 TORE -8 ; RETURN 
7&& GOTO THIS 

3?? REM |fJ;TV1 «Ti>4 ■■ ' 1 1 If 1 «H 

488 COLON J 2 J FOR LN = 1 TO 1* 

418 PLOI DCLNjil} ( D (t-i ( 2) ! D R A WT 0 © < L N , 3 

3 * D C L H j> 4 > 
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RUNAROUND II 



CB 420 IF MOt DEMO THEM SOUND *,LH*1B,B, 
1« 

KV 430 HEHT L N : PLOT 23,11 

PK 449 POSITION U-U:? " 

OE 456 POSITION 13,12?? ttfij** " 

rh 4&d souhd 9, 8, a, e : return 

gr 4?? rem ■^:n;Bir=w=M;i']ii»*:i^ 

5V 500 POKE 77,0; IF LEOOl THEN PK-6tPY~e 

;DH~0;DV~8:GOTO 560 
LT 518 IF HOT DCMC THEN POKE AUO , 1 
HT 528 FOR U.M-X TO £8 : POSITION 3,2 + LH:? S 

CG 5 36 IF HOT DEMO THEM POKE AF1,2*LH+10 
8 : POKE AF 2 , 2*1 H+tll : POKE AG1 , 17S E POKE 
AC 2, 175 

OH E48 HEX r LM 

DM 556 COLOR 32 ! Z = 8 I FX--L i P V="i i 0H=~± I AV = 
UPLOT 4, a 

5E 568 RESTORE 670+LEM*18 ! FOR LH = 1 TO 17 

LC 578 REAP COL : COLOR COL 

TB 588 PLOT D ILN, 1J+PK, D CLH, 23 +PV 

YP 590 DRAHTO D tLH , 33 +DH , O ILK , 4) +I>V 

□ J 680 Z=CZ=8J 1PH=DKePV=DY 

TF £10 IF NOT I THEH DY=-PV 

PK 628 IF Z THEM PK--PK 

CZ 670 IF NOT DEMO THEH 50UHD 0 , LH + 10 0, 1 
& , 15 [ POKE AUD,1 sSOUHD 1 , LN+161 , 14 , IB : P 
OKE AUD,1 

FH 648 NEXT LHIIF LEV = 1 THEH DRAHTO 13,11 

-PLOT ij,12: DRAHTO Ztt, 12: COLOR 7 
GU GEO IF KARA THEH PLOT 23,1.1 
02 668 PQSITIQH 13,11!* tt5 i C HR$ f 1 381 J C HH 5 

(12*3 

DJ 670 POSITIOH 13,121? H6;CHR$(131J jCKRS 
C12S1 

50 600 IF DEMO THEH RETURH 

FU 6?* FOR Z = 15 TO O STEP -8.5; SOUND 0 , LN 

+i69,18,ZtPOKE AUD,1:S0UHD 41,111+181,18 

,Z:PO«E AUD , 1 7 MEKT Z : RETURH 
Dtl FDD DATA 32,32,32,32,32,32,32,32,32,32 

, 32, 3 2,32,32,32. 3 2,32,32,32 
KK 718 DATA Id, I'/, IB, li, L«, 12, 10, 1?, 11 , U 

,11,13,11,13,11,13,14,14^ 14 
HF 720 DATA 16,16,16,16,17,17,17,17,48,16 

, 16, 16, 1?, 17, 17, 17 , 28, 28, 28 
UP 777 REM ■ *:i**f:W MiESHMBta 
HV 608 DIM D tlV , 4> , RS C343 : RESTORE »fl 
5T 818 FOR LM-1 TO 17 
TF 628 FOR Z-X TO 4 
SG 838 READ DA T;D(LM,25-DAT 
MU 648 NEKT Z 
OM 858 HEHT LH 

RH BbO HS-"5556667776«B55566677788B5556&6 
777B" 

AZ 878 FOR Z-l TO 34 

ZU 360 R$ CZ, Z3 = CMRS COAL (R$ CZ,Z)1) 
Til 678 HEHT Z ; RETURN 

MP 9Hfl DATA 4, 4,4, 28, 4^ 21, 35, 21, 35, 28, 35, 

5 

HZ 710 OAT A 35,4,6.4,6,5,6,18,6,17,33,17 
ZE 720 DATA 3 3,16,33,7,33,6,8,6,8,7,8,16 
UG 738 DATA 8,17,31,17,31,10,31,7,31,6,18 

, e 

Zft 748 DATA 10,7,18,14,18,15,27,15,27,14, 
27, 11 

BJ 758 DATA 27, 19, 12, 18, 12, 11, 12, 12, 12, 13 

, 27, 13 

TH 768 DATA 27,12,27,12 

UG 7?? REM ■ liHJ ilild :TTH 

Z5 1888 TITL E~2008 ; CHflB=3 OtiU : ADJUST -15200 
i CLS=15BB6 ; GAHE~ 10« : HIH^iftO* 

DM 1810 0RAH=588:ERASE=46OiMDATA=88e: 5HOH 
=1580 ; HUHSER=1488 ; MU5IC=2500 

SB 1020 GOSUB TITLE 5 GO "iUfl CHAR: GOSUB HD A T 
A: GOSUB ADJUST 

HH 1UJU LObUU CLS : SLEU-1 ! POKE 1650,15tP0K 



«H 

FE 

H LI 

UH 

VD 

RF 
HZ 

LO 
=>Pi 
HE 

OL 

EC 

ZE 

MJ 

BD 

UA 

ML 
KL 

OO 
LT 



EL 
AE 

AH 

KY 

UR 
1J 



IG 

ZI 

JT 

ZL 

CI 

KF 
UM 
AN 
BC 
NK 
OB 
MR 
55 



MF 
DY 

MU 

5M 
CT 
AO 



E 16, 54: POKE 53774 , 64 

1040 COLOR 166 J PLOT 2 , I ; DRAHTO 2,23 ; DR 

AUTO 37,23 ^ DRAHTO 37,2: PRAMTO 2,2 

105O 5C-PEEK (88) 4 PE EK (073 #266 

lDbtl A F 1-53768 : AF2-AF1 + 2 5 AC I -AF 1 + 1 ( flC2 

=r AF2* 1 I AB O- Af 1+0 

1877 REM ■aJiMBtliU 

1100 DEM0=1 I THIS=1208 ; HS6=fl : ST-1658 1 SP 

EEO-Oi GK = 3 : GV = 3 j ST0RE = 8 

1110 GOSUB 0 W ► POKE 28,150 

1288 TF H = GH AHD lf=GV THEH K = I « T tRHD i B 

J «343 + 3 ! V = IHT CRRD (83*203/ +1 

1218 IF PEEK £203 > 1*6 THEH GO 5116 1388 

1220 IF NOT 5TRXGC83 THEN 1688 

1238 IF PEEK (532773 =5 THEH SLCl^5LEV*< 

5LEY<33+1! GOSUB SHOW 

1240 IF PEEKC53Z773=3 THEH HARD= tHARfr= 
83 I GOSUB SHOH+38 
1250 GOTO GAME 

1388 POKE Sre.8 :HSG-MSG»IH5C<31+l:0H MS 
G GOTO 1318,1320, 1330 

1310 R05ITI0H 6,83? B6J" Rr*SJf Trigs 
»r To Begin "*j RETURN 

1326 ROSITIOH 6,8t7 ttOi-'PP"* Select T 
a Change Lev* l" ! RETURH 

13 38 POSITIOR 6,0;? »6i "Press Option F 

or DiftfiC Mlttf "iRETUftK 

1377 REM ETJ TOM ■ J1 :iri:i a J iM 

1408 POSITION 17,7 17 *»J**LCOCL" 

1418 ON LEU 005U9 1468,1478,1460 

1428 POKE AUD> 1 ; FOR C = l TO 2 1 FOR Z = lS 

TO 8 STEP -2 I POKE AFl , 2*L0G (Zl i POKE AC 

1,160+2 

1438 HEHT Z Z HEHT C;PONE AC1,8:P0KE AUV 

,o 

1448 FOR Z=l TO 7;PDSITIOH 17,8+Z:? SB 
} " ■■ : HEHT Z 

1450 RETURH 

1400 COLOR 4:PL6T 18, 11: DRAHTO 17, USD 
RAHTO 17,15:RETURH 

1470 COLOB 7:PL0T 18 , 1 t : DRAHTO 28,11:D 
RAHTO 28, 13; DRAHTO 18, 13: DRAHTO 10,15: 
DRAHTO 20 , 15 : RFTIIRN 

1466 COLOR 151PLOT 16, ll:DBflMTO 26,11: 
DRAHTO 20, 15! DRAHTO 16, 15 = PLOT I B , 1 J : v 
RAHTO 17, 13 1 RETURN 
1 4 77 HE H ■ ll fcl J NWJNil jbm jr- hH 

1588 LEW-SLEW :POKE 5C + GH + G V*»48 , STORE :G 

R=3 ;0V-3SN=3 1 ¥=3 ! STORE -8 

1518 POSITION 10,11:? »6t** 

:PO5ITI0H 16, 12 1 T B5;" " 

1520 GOSUB ERASE : GOSUB DRAH 

1538 POSITTOH 16, 12: IF HARD THEH T NfaJ 

"Hard" I GOTO 1550 



1S48 ? Bbj"L«y" 

1558 POSITIOH 10,lli? B6;"Level 
1568 OH LEV GOTO 1576,1560,1578 
1576 7 H6J "One" : RETURH 
1500 ? H6 j "Two" : RETURN 

1576 7 H6; "Three" I RETURN 

1577 REM ■mi:il:IU— ■TJTTiH TI^ 

1600 LEU = SLEO tPOKE SC + GH*GV*40 , STORE ! C 
OLOR 32iPL0T 16,11:DHAHIU 2&,ilrPL0T J 
6, 12: DRAHTO 17,12 

1618 PLOT 6, 8: DRAHTO 33,B:G0 5UB ERA5E 
1628 LIUES = 3lTHtS-100 i ST"032 :DEM0 = 8 
1536 COLOR 21: FOR Z=l TO 3 
1648 PLOT 30+2,6 

1658 FOR C=15 TO "15 STEP -J L SOUND 8,1 

48/Z, 10,15-ABS(C3 :HEHT C ; HEHT Z 

1668 GOSUB K UMBER ! GOSUB DRAH:SPEE0-2 A f 

4-LEV3 

1678 H-30S V=22!GH=3!GV=3 1STORE=0:HOOE= 
0 

continued * 
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CF 1680 POKE SC+GX+GY*40, 06 : POKE yn.Ifl;i- 
1 

XV 1690 IF PEEKCZB3>2a THEM POKE 20 , 6 5 POK 

E SC+K+Y*40 , 05*Z f Z~ CE = Ol 
10 1700 IF PEEK (6321 -IS AMD STRIG COJ THEM 

G5 1710 Z-Q : POKE SC+H+Y*40,B5 : 6D^UB GAME 
HO 1720 IF Z = l THEN 1700 

GU 1730 FOR Z=B TO 4! FOB C-10 TO 0 STEP - 
t, : SOUND B ( Ct31 t ie,15; 50UMO 1^+52,10,1 
5 ; HEM T CtNEMT Z 
KP 1740 SOUND O r 0 , 0 , 0 2 SOUND 1,0,0,0; LIVES 
i l UF 5 1 : COI OR 32;PL0T 33"L IUE 5 , 0 i POKE 
SC + GK + & V*40 , STORE 
OG 175* IF LI YES THEN 1678 

BT 1/60 GOSUB ERASE : POSITION 15,0;? «6 ; 

0 ME OUER" : M-« COSUB MUSIC 
OJ 1779 GOTO 1100 

HO 1700 GOSUB HIH : H~ L E V : GOSUB MUS IC 
BO 17 98 POKE SC+GK+GY»40 . STORE 
LIZ ±600 L hU-l I U * 1 

RO 101B IF LEV<4 THEM C.D*iUB ERASE : GOTO 16 
GO 

EZ 1020 POKE 0U», 7 ; THIS^O iRESIORE 1900 : CO 
LOO 3ZJPL0T 31,0:DRAHT0 33,0 

El issa FOR 7 = 28 TO O STEP "0.6 

FN IBte POKE SC*GH+£Y*40, 06 

PJ 1050 FOR G-l TO Z/2 :MEHf C 

5H 1060 POKE AF1 , 7 + 200 I POKE OF Z , Z+ 161 : P UK 
E flCl , 17 "5 ' POKE flCZ, 17b : POKE bttGH#GY*4 
• ,214 

RD 1870 FOR C-l TO Z/2 : NEKT C ; POKE fln.fl: 

POKE 0G2,O 
U7 IftflO NEXT 7;POKE St *CH +GV*40 , STORE 

pa loto z=-i:c=i 

EH 1900 Z~Z + l;IF 2 = 10 THEM Z-OilF THISOl 

0 THEN POSITION 16,12!? »6; "SUCCESS ■ " ; 

POSITION 16,13:? B6; "SUCCESS?" 
Bb 1510 IE C THEN READ COL : IF C0L-1 THEN 
FOR C-175 TO 160 STEP -6. 5 SPOKE AC1,C 

3 POKE AC E * C S BE H T C : GOTO I960* THIS 
RH 1926 COLOR COL: PLOT Z *3 , Z* I : DRAHTO 36~ 

Z , Z 1 3 : DRAHTO 36~Z , 22~2 : PRAMIO 2+3,22-Z 

3 DHOHTD £»i,£U 

zu i?30 rr- ec-oi 

GO 1946 POKE AUD*l:PDKE AF 1 . Z06-Z*2 i POKE 
AFZ, 202-2*2 P POKE AC 1 , 1751 POKE AC2, 175 
RZ. 1950 GOTO 1900 

MI 1960 M-4 f GOSUB MUSIC : THI S=10 ! RESTORE 1 

990 ; GOTO 1090 
OH 1970 GOTO 1100 

MJ I960 DATA 16 . 17 , 18 , 22 , 32 . 137,143, 21, 13 
1,-1 

OS 1990 DATA 32,32,32,32,32,-1 

FO £000 FOHT=PEEKC1063-43POKE 106,FOHT-1: 
GRAPHICS 18;PDKE 559,0;P0KE 10, 04 : POKE 
63774,04 

NH 2010 DL=PEEK (568) +PFFK tbbl ) : FOR Z = 

O TO 8 ; POKE 1650 + Z, PEEK <DL + Z J : NEHT Z 
OF 1020 POKE 560, 114: POKE 561 , 61 W_= 1038 
SH 2030 POKE DL+9,1S 

EE 2*4 » FOR G=10 TO 21 ! POKE DL f G , 11 2 : NE HT 

CU 20S0 POKE DL+22,6;PGKe p L + 2 3 , 65 : POKE D 

L + 24, PEEKC55B) : POKE »L + 20 , PEEK 1561 J 
TE 2060 POSITION 3,»!? M5 ; "runaround ii" 

i POSITION 2,2;? »6 ; "BY JOEL GOODHIN" 
OF 2070 POKE 712, 32; POKE 700, 32: POKE 709, 

JZiPOKE 710.14JP0KE 711,32 
UE ZBBO POKE 509, 34 i SOUND 0,0,0,0; POKE S3 

7 75, 3 

KM 2090 T-l : W=48:G0SUB 2230 
MS 210O T=B:U=144jGOSU0 ZZ38 
OE 2110 POSITION 4,0;? tt^'TIEET^ 
UF 2120 FOR B=B TO IS STEP 0.3 

- - 



HH 2130 POKE 7 i 1 , 1 60+0 : POKE S3 760 , 3B ; POKE 
0376Z , 60 . PUKE S3 761 , 1 68 * B : POKE 53763, 

160+ B: POKE 53 768,6 
CE 214« NE X I B 
PL Z150 FOR C-15 TO 21 
CR 2160 FOR D=112 TO 9 STEP -16 
N£ 2170 E = E + Ii POKE 53760 , 30 + E J POKE 53762, 

60+E 

BJ Z10O POKE DL+CD 
DO 2190 NEHT D 
CG 2200 NEKT C 

UH 2210 FOR F-15 TO 0 STEP 0.4: POKE 5376 

1 , 160 I T ; POKE 53763, 160 + F fMEKT F 
AK 2220 RETURN 

DO 2230 FOR B=0 TO 15 STEP 0 ♦ 7S 

BI 2240 POKE 788+f , y + B : POKE 53760, T*4 X POK 

E 53762, 4 + T*4 iPOKE 53761,1 00+0 : PO K E 53 

763, 100*B L POKE 53768,122 
CK 2 2SB NEHT B 

UY £260 FOR B=15 TO 0 STEP -1.5 

BH 2Z70 POKE 53761 , 1 6B+B : POKE 53763,160+5 

CT 2200 NEXT B 

OF 2290 RETURN 

AY 2499 REM WlH|»€«jI^mi^ 

UK 2500 RESTORE 2550+M#5Q 

ZI Z518 READ J : IF J"~l THEM bOUtOf 8,8,0 J 

: sound i . a, a, o ; return 

YH 2528 POKE AUD, 1 : POKE AF1, J : POKE AF2.J+ 
1 

00 2S30 FOR 2=15 TO O STEP -5:P0KE AC1,16 

O+Z : POKE AC2, 160+Z \ HEKT Z 
OR 2540 GOTO 2510 

YI Z558 DATA 121,120,144,136,136,130,121, 

128, 144,136, 136, 136, 60, 64 , 72 , 68 , 68 , 60 , 

60,54, 72, 68, 60, 68, -1 
U2 2600 DATA 05,96,85,96,60,60,60,102,114 

, 102* 114, 72, 81, 72 ,01 , -1 
MF 255B DATA 57, 114 , 57, 114,57, 114 ,03, IBB, 

03,100, 53, 108, 64, 1 26 , 64 , 128 , 64 , 128 . 68 , 

136, 6G , 136 „ 68, 136,-1 
JP Z708 DATA 64, 64 ,60,64, 64, 72, 6* , 64,60, B 

4 , 64, 76, 64 H 64 , 81, 54, 64, OS .64 ,64, 91, -1 
OF 2758 DATA 91,05,91,81,91,76,91,72,91,6 

4,91,60 

ftX Z750 RATA 91,00,91,01,91,70,91.72,91,6 
4, 91, 68 

UU 2770 DATA 72,85, lOZ , 121, 144,173,144 , 12 
1,182, 91 , 91 j 91,41, 91 , 91,-1 

00 2800 Zz6£F0R C=l TO 12 : SOUND 0,lA,0,Zt 
OOUMO 1, 14, 6,Z i SOUND 2 , 18 , 6 , Z t F OR D = 0 
TO 81 HEKT D: SOUND 0,8,0,0 

AJ 281B SOUND 1 , O , 0 , 0 : SOUND 2 , O , O , 0 : Z=Z-0 
i 0 : HEKT C 

OK 2828 RETURN 

PI 2993 REM ■ NiM IIHiHH 1 
PM 3O0O RESTORE 3O0O U=1535 

AM 3010 READ Z ! IF E<*-I THEN J = J+l 1 POKE J 

./iCQTU 3010 
ZE 3O20 Z±U5RC1536, 57344, FDNT*2561 
EH 3030 DATA 104,104,133,213,104,133,212 
NO 3640 DATA 104 , 133 , 215 , 104 , 133 , 214, 152 
JO 3058 DATA 4,100,0,177,212,140,214 
OU 3066 OAIA 200, 208, 249,230,213, 230,213 
ZM 3070 RATA 202,208^240,96,-1 
UE 3000 FOR Z - F ON T*2 56 + 512 TO FONT#256+78 
3 

DE 3090 RE AO C : POKE Z , C : NEXT Z i RETURN 
ZO 3100 DATA 254,102,162,162,102,182,102, 
102 

SV 3110 OAT A 191,163,163,182,204,110,110, 
110 

AE 3120 0 ATA 254,240,246,182,101,107,187, 
187 

DH 3130 RATA 191,182,102,102,102,102,182, 
182 

^—^—t ^ — 
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TRUCK 




SUNSTAR 



Itl : ti 1 KfcUM tLH 
its 5 QHDQPQQQ 



J. 



At the dawn of the 
iwcnLy-llrsi century a 
powerful organisation 
known as the Xxarion Star 
CurporaUon commissioned 
sixteen orbital solar grids to 
utilise Lhe sun's energy. These 
grids created special energy 
crystals that enabled travel 
through space at the speed of 
light. Now, over a century 
later, a build-up of disruptive 
energy pulses is preventing 
the normal supply ships from 
collecting the %ilal crystals. In 
an effort to recover as many as 
possible before the entire sys- 
tem disinfegnites, lhe Corpor- 



ation have designed an ex- 
traordinary craft called the 
Sun Star which is equipped 
with the awesome speed and 
fire -power that's essential for 
this challenging mission. All 
they need now is a suitably 
fearless pilot - er, any volun- 
teers? 

SUNSTAR is a shoot cm up 
quite unlike any other. The 
screen is designed around sev- 
eral components the top half 
comprises a ' through -the - 
cockpit' 3-D perspective oMhe 
energy grid, whilst the bottom 
half is divided into three parts. 
The rightmost section provides 



a birds-eye view of the entire 
play Held, the central portion is 
where you'll find all the neces 
sary status Info and on the left 
there's a short range scanner 
Lo help you keep track of near- 
by targets. The object of the 
game Is to locate, chase and 
lire at 'disrupter pulses' which 
appear as white squares on 
the grid. IT you hit a pulse 
enough times. It will disappear 
and leave behind a crystal 
which you must quickly pass 
over - otherwise it wipes out 
any others you may have col- 
lected. Once you have ten 
t rystals you should head for a 
revolving warp gate' and lire 
laser bolts at a 'hypcrwarp' 
cell, which transports you to a 
subsequent level. 
Because energy is in very 
short supply, it's important 
not to be loo 'trigger happy'. 
Vei i nhunkl first use lhe ^rid 
map to pinpoint your position, 
then switch to the short range 



scanner to locate the nearby 
targets, and use the 3-D dis- 
play whilst in hut pursuit. Un- 
fortunately, the disrupters 
never hang around for more 
than a second or iwo. and 
there are lots of obstructions 
that will sap your reserves 
should you fail to avoid 
contact. 

Sunstar is a novel varialion 
on the shoot em up theme 
and has been competently 
packaged, but I must adrift 
that I've had this game for a 
long while and have never be- 
come particularly addicted, 
Try and have a go before you 
part with any money. 



" lie 5 JNSTAR 

Publisher CPL 

Pice: £7.95ca$sette 

Players- 1 

Loading 1045 

Reviewed by Paul Rixon 



PO 3148 DATA 255,211, 16S , *il , 165 , 211 , 165 , 

PA 3156 DATA 82,164,82,164,82,154.32,164 

PB 316B DATA 41,82,41.32,41,82,41,82 

IH 3170 DATA 74,37*74,17,74,37,74*17 

PM 3188 DATA 164 , 82 , 164 , 82 1 164 . 32 , 164, 82 

ML 3i9fl GAT A 255,165,211,165,211,155,211, 

rss 

CM 3ZO0 DATA 32,74,37,74,37*164,82,164 

HZ 3*18 DATA 74, 37, 164,82, 164, 82, 74, 37 

LF 3228 RATA 82 , 41 , 02 , 82 , 41 , 112 , 41 » 4 1 

PC 3238 DATA 82 , 164 , 8Z, 164 . 164 , 82 , 164 , 82 

CI 3248 DATA 37, 02 , 04 , 82 , 37 , 34 , 36 , B« 

DD 3258 DATA 255,211,159,211,169,211,1.69, 
155 

A 'j 3260 DATA 82 , O , 164 , 82 , 186 , 82 , 8 , 164 

AY 327* A A F A 164*8,02,188,82,164,8,82 

I 7 3268 DATA 02 , 8 , 41 , ?e , 41 , 02 , 8 , 41 

Rf 52*0 DATA 41,8,82,57,82,41,0,82 

GP 3388 DATA 148,6,1*0,148,188,148,8,143 

DG 3318 DATA 24,0,126,219,24,60,102,1*5 

Lll 3320 DATA 102 , 1*5 , 125 , 219 , 219 , 255 , 182 , 
231 

01 3330 DATA 148.148,148,143,148,148,148, 

148 

KM 15800 GRAPHICS BtPOKE 718, 8 i POKE 752,1 
!? CHRS ! 1251 ?: POKE 756 , F OUT : kSC-PEEK f 0 
0) +PEEK C8U»256;H5C-HSC-4 

TV 15010 POKE K^C+3,8 

VY 15020 POKE 1536, 112- IKUTWIOI SPOKE 1537 

,112 SPOKE 1533,112 
T0 1503O FOR XD=8 TO Z3:P0KE 1539 + KD*3,« 

: NSHX = ZNT CHSCZ56) ! KSL0=KSC -H5HI*255 



RUNAROUND II 



?t 15848 POKE lS4fl+KD«3,K5L0iP0Kt 1541+XD 

#3, K5HI 
PM 1505O H5C-KSC*40 ! KEKT HD 

YC 15068 POKE 1539 +XD*3 , 55 ! POKE 1548*KD*3 

,0£P0KE 1541+HD*3,6 
MU 15370 POKE 54276, KHZ ! POKE 568,0:P0HE 5 

31,6: POKE 70 9, IB 3 RETHBH 

yp 13099 rem BiajmijUJ;™ «u ■ ■ > raai 

AD 15100 HVt-lMTEMADJ75> ; NHZ=HADJ-HVt»4-l 
EM 1S118 POKE 542 76 , H H Z 1 POKE 1536 , 112- CXW 

TH163 
D5 15126 RETURN 

ZM 15268 G05U3 15860:POKE 752,1:? [FDR 0= 
1 TO 3 : PO5I110N 5,9*8; 7 "AAAAAAAAA ni 
1111*11 i I i i i i u r "t HEK T 8 

AV 15210 f " ME^m H^ZXIlH U31I9 

OB" 

F5 15220 POSITION 2,19!? "PRE55 NUMBERS F 

BOH 0 TO 0 UNTIL ALL"!? " THREE COLDU 

RS ABOUE ABE CORRECT" 
5* 15238 ? " THEN PRESS TME 03^0033 

.'*t POSITION 2,2 1? "f HI* PROGRAM U5C5 A 

RTIF ACTED COLOURS" 
WH 15240 ? " TO SEE THEM PROPERLY YOU MUS 

T TUBH"IP05ITION 8, 4 :? "¥DUR TM COLOUR 
OP HIGH!" 
Z& 15250 OPEN SS,*,*, 1 ^;" 

OF 15260 GET «5,XK:IF KK = 32 THEM CLOSE 1*5 
: RETURN 

AH 15278 NK=KK"48:IF HK<1 OR KK>8 THEN 15 
263 

HP 15ZOO HADJ=KK J605UB 15180 
EH 15298 GOTO 15268 
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MISSION ZIRCON 



Tiger Developments, 
new to Atari software 
publishing, have a 
number of programs lined up. 
With Mission Zircon they are 
staking their reputation in a 
traditional blast the aliens' 
style horizontal scroller. 
Apparently. Princess Clrzona 
is about to be married but the 
grand ceremonial Zircon 
crown has been stolen Being 
the King's faithful servant 
you've Jumped at the chance 
to head off into a remote cor- 
ner of the Universe, with 
orders not to return unless 
you find the missing crown. 
Equipped with a jel-suit and a 
7W gun, you embark on a 



Title: MISSION ZIRCON 
Publisher: Tiger Developments 
Prica £499 
Format; Cassette/ Disk 
Players: 1 

Reviewed by Paui Rixon 



Journey into the dangerous 
caverns of the evil empire. 
Well, as you've probably 
guessed it's one of those 
games where the principal ob- 
jective is Simply to survive. 
There are eight levels in all 
with plenty of determined 
opposition from kamikaze 
fighters, killer strawberries, 
the sea of tentacles and many 
other surprises. As well as fir- 
ing at the nasties you must 
carefully negotiate the exeep 
tionally ragged landscapes. 
Destroying alien ships in- 
creases your score and enti- 
tles you to a bonus credit. A 
sufficient number of credits 
can eventually be exchanged 
for goodies such as a limited 
shield and improved weapon- 
ry. Contact with the enemy re- 
sults In both a reduction of 
lives and of extra weapons, 
though you are always pro- 
vided with a basic gun. 
The background scenery is 
J very impressive and obviously 




a huge amount of time has 
been spent perfecting the de- 
sign cil mII fight si ages With 
the benefit of cheat mode I can 
tell you that the higher Levels 
are really worth seeing - each 
completely different to its pre- 
decessor. The title page is ex- 
cellent loo. Unfortunately the 
definition and control of the 
King s assistant isil t up to the 
same standards and although 
there are two settings of re- 
sponsiveness it's far too dlffl 
cult to manoeuvre him 
through the unforgiving 
caverns. This is a great pity, 
since In every other respect 



Mission Zircon shows much 
professionalism. 
Some of the criticisms I fre- 
quently make of arcade games 

- such as unsilencable music 
and non-existent pause modes 

- do not apply here, if the non- 
animated assistant was re- 
placed by the likes of Captain 
Crumble or Universal Hero, 
Mission Zircon would be the 
perfect shoot 'cm up. As it 
stands it's a challenging game 
with superb backdrop 
graphics and several Interest- 
ing features. Be sure to give 
Tiger Developments a great 
deal of support. 




TAIPEI 



Here's another compu- 
terised board game 
featuring the Mah 
Jongg" symbolic hies - they 
seem to be extremely popular 
in Germanyt Although It 
shit res n similar appearance 
with Zador (reviewed last 
issue), the game itself has a 
lot more in common with Acti- 
vislon s excellent Shanghai. If 
you are familiar with either or 
both of these titles, you'll 
know what to expect. 
The screen depicts a multi 
layered pile of the oriental 
lilt s, viewed from an overhead 



perspective. At its highest 
point the pile is initially five 
layers high and if* composed 
from a total of thirty six tiles - 
each from one of nine symbo- 
lic groups. The task in hand is 
to dismantle the board by re- 
peatedly taking tiles away 
from the pile, The catch is that 
you can only remove matching 
pairs of tiles and these must 
be Tree" in the sense that they 
can slide sideways without 
being hindered hy the sur- 
rounding pieces. Most tiles 
will only match with others 
bearing an ideniical symbol - 



the exceptions being flowers 
and seasons which can be 
paired with any symbol within 
their respective group. 
The board is displayed In 
high resolution black and 
white graphics and is bor- 
dered by a number ol pull 
down menus on the top row of 
the screen and status infor- 
mation below. The latter in- 
forms you of the number of 
tiles remaining and die num- 
ber of legal possibiliUes for the 
current move. If you get stuck 
you can instruct the computer 
to highlight the various alter- 
natives. You can also back-up 
several moves to get out of 
awkward situations. The 
advice given is to think care 
fully before you act, or you will 
lose before you even know ilf 
Once you've mastered the 
basic game you can make 
things a little more tricky by 
setting a limit on the time 



allowed for completion. Hu1 if 
you want to be really lazy, you 
can sit back and watch the 
computer play by itself! All the 
options are accessible via an 
ST-style pointer that's control 
led entirely by the Joystick. 
Taipei Is an addictive ^ame 
with a great deal of lasting 
appeal. You don'i have be 
adept with a Joystick or even 
good at puzzles to master the 
game. You can play it by your- 
sell or invite a group of friends 
to yell out the moves! The Im- 
portant thing is that Its a 
stress-free challenge, and 
therefore an invaluable respite 
from mega- blast invaders! 



Title: TAIPEI 

Publisher: RE Software/Page 6 

Price: £6.95 

Format: Disk 

players: 1 

Reviewed by Paui Rixor) 
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TOP 20 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



...... 



I.. .......... 



2.99 
2,99 
2.99 
2.99 



Mission Shark 

Cavernia 

Stack Up 
Star Wars 

Fighter Pilot 2,99 

Yogi & The Greed Monsler.. 2.99 

Colossus Chess IV ., 2.99 

Kick Off .« 2.99 

League Challenge 



.— .. 



2.99 
2,99 
2.99 
2.99 
2.99 



2.99 Plastron 

Yogi's Great 
Tomahawk 

Sidewinder II 

Jewels of Darkness 

Kenny Dalglish Sweet Manager 2.99 

Chuekte Egg ........... „ 2.99 

Head Over Heels 2.99 

Atari Compilation 2,99 

2.99 Star Raiders .. 2.99 



Trivial Pursuit ......... 9.95 

Colossus Chess IV ♦. 4.99 

Flight Simulator II ,„ 14.95 

Draconus 4.99 

Zybex 4.99 

MPI I I UCIUC .1 -TIT. F, .1 .TIT. TIT. IP. 2.99 

Living Daylights 2.99 

International Karate 4,99 

Steve Davis Snooker .... 2,99 

Bop TV Wrestle 4.99 



Pacman 



■■■■ .......... 



7.95 



Battlezone , 

Pole Position 

GaJaxian 

Rally Speedway 
Arch on .„„„„„ 

Robolron 2094 7.95 

Designer's Pencil 4.99 

Tennis ,. + + ... 7.95 

Millipede 9.95 



j. 



7,95 
7.95 
4.99 
7.95 
7.95 



GAMES 



Cass, Dish 

Spy vi Spy Arctic Anlics, ... J>99 3.99 

Boulderdash 2 2,99 6.99 

Trailbtazer ,,, 9.95 

Solo Flight 2nd edition 7.95 

Rescue on Frattulas 6 99 

Touchdown Football 6.99 

Spitfire 40 6.99 

DfaCDnufi , 4 99 

Brian Clench's Football Fort 2.99 4.98 

Pnsppie 2 . 4.99 

Colossus ChaSS 3 4-99 

Joe and the Nuclear Caverns 4 99 

Knockout Boxing ,..,„ ,. 4 99 

Cuthberl Goes Walkj bout 2.99 

Mig Alley Acs 4.99 

Wight Mission Pintail 6.99 

international Karate 4.99 

NstO-p II 6.99 

Alar* compilation 4.99 

(5 Liamas - Star Raiders Tennis erci 

Gauntlet + Deeper Dungeons 6.99 

Bop n" Wrestle 4 99 

infiltrator 4.99 

JOCky Wilson's Darls 4.99 

Ghostbusters 4.99 

Minja Commando 4.99 

Mountain Bike Racer 4.99 

Pirates of Barhary Coast 4.99 

Smash Hils 4 4.99 

Speed Ace , 4.99 

World Soccer 4.99 

ZytMx ., 4.99 

Uvinn Daylights „,„„,„.„ 2.99 

Smash Hits 7 2,99 

Polar Pierre r „ 2,99 

Mr. Robot 2.99 

BetaLyrae 2.99 

Arkan&ldJ 2.99 

Spyhunlef 2.99 

Rampage 2.99 

Spindiziy 2.99 

Druid 2.99 

Crumbles Crisis 2 99 

Freaky Factory , 2 99 

Laser Hawk , ,„ 2 99 

Sidewinder , r . 2 99 

Nuclear Nick 2.99 

SUMUr 2.99 

Winter Evenle ? 99 

Mont«uma"s Revenge 2.99 

AstrcdroHl 2 99 

Beer Belly Bert 2.99 

Fight Night 2.99 

Hacker ,— ■.„„...„ 2 99 

Plastron 2.99 

Quasimodo ?99 

New Yor k City 2.99 

Smash Hits 2 2.99 

Spy vs. Spy , 2.99 

Smash Hits 1 2 99 

Ne-Mt Davis Snooker 2.99 

Scooter „ 2.99 

Elektraglide Z 99 

ROCket Repairman 2.99 

Blue Max , 2 99 

Space Lobsters 2 99 

Nightmares 2.99 

Greatest Hits Vol t 2 99 

Rosen's Brigade 2.39 

Zaxxon ,„, 2.99 



PERIPHERALS 



ADVENTURE STRATEGY 



CJit Disk 

Fllgshl Simulator II 14.95 

Flight Sim. Scenery Disiss 

Has 1-7 each 9.95 

Questran 9.95 

Field of Fir* 7.95 

Jinxter ...................... 9.95 

Time & Mag ik 9.95 

Lurking Horror 11 .95 

Ingrid s Sack 11.95 11.95 

Knlghl Ore 11.95 11.95 

Cloak of Dearth 2.99 

Gunslinger 9.95 

Eternal Dagger „ 14.95 

Theatre Europe 11 .95 

Carrie r Forte ' K 9S 

Panzer Grenadier 1 6.95 

Battlecru5ier 1 G 95 

Warship 19 95 

Vietnam 9.95 

Conflict in ViBtnam 3.99 4 99 

Crusade in Europe 9.95 

Decision in the Desert 3.99 4.99 

Colossus Chess 4 ... 3.99 4 99 

Kennedy Approach 6.99 

Hgwkquest 1 2 9b 

Cutthroats 9 95 

The Count 4.99 

Pirate Adventure 4 99 

Sea peu Musi 12.95 1? 95 

Silicon Dreams 7.95 9.95 

Jewels or Darkness 7.95 9.95 

Rebel Coargg ., , , 19 9i 

Siipei HuL'v 6.99 

Lancelot „,. r „ ,,„,,,„., 1195 

Sargon lit Chess 6.99 

Gettysburg 19.95 

Knlghti of Che Oesert 9.95 

Mate Commander 9.95 

U.S.A.A.F 14.95 

Trivial Pursuit 9.95 

Battalion Commander 4 99 



XL XE CARTRIDGES 



Wissite Command 7.95 

Star Raiders 7.95 

Galaxian 4.99 

American Football 7.95 

Tennis 7.95 

Food Fighl 4,99 

Pole Position 7.95 

Star Raiders II 9.95 

Loderunner 7.95 

Barnyard Blaster (Lightgun) 7.95 

One on Gne Basketball 7,95 

David's Midnight Mag ir. 7 95 

Archon 7.95 

Rescue on Fractulas 7.95 

Moon Patrol 7.95 

Robolron 2084 7.95 

Joust 7.95 

Dread naught Factor 7.95 

Designers Penal 4.99 

Rally Speedway 7.95 

Eastern Front 1941 7 95 

Skywriter 4.99 

DM 

Mini Office II 14 95 

Atari Writer Plus 29 95 

Planetarium 16 95 

Cut V Paste 9.95 

Vlsicalc 9.95 



BUDGET CASSETTES 



Zeppeiirt 

Fred , 

Cavernla ,,. 

Stack Up 

Mission Shark 

Mi rax Force- 

World Soccer 

Phantom 

Zybex 

Speed Ace 

Las Vegas Casino 

Fruit Machine , 

Sidewinder ,. 

Fantastic Soccer 

Kenny Dalglish Soccer Manager 

Minja Commander 

Bllnky's Scary School 

JocKy Wilson Darts 

The living Daylights 

Mountain Bike Racer 

Hi-Tec 

Spy vs. Spy 

Spy vs. spy island Caper 

Spy vs. Spy Arctic Antics 

Bouldurdash IV 

Space Rider 



■^noi & the Hre.ec Monster 

Ruff "n' Raddy 

Yogi's Great Escape 

Byte Back 

Robot Knights 

Jet Boot Jack 

Tlmeslip 

Aslrodrold 

Speed Run 

woe Lobster 

Fighter Pilot 

Dreadnauohl 

Space warj 

Manel Attack 

Mad JKX 

Routette S<mulator 

Cosmic Pirate 

warcoptnr 

Screaming Wings 

Exploding Wall 

Little Oevit 

Tomahawk 

Fruit Machine Simulator .... 

B M X. Simulator 

transmuler „ 

Rad Msax 

Grand Prix Simulator 

Ail^ancfirt Pmhall Simulatm 

KtXX 

Gauntlet 

Footballer of the Year 

Hardball 

Hit Squad 

Green Beret 

Arkanoid 

Head Over 



Atlantis 

Air Rescue 

Dawn Raider ... 

Deflth Race , 

Pro Golf 

Panik 

League Challenge 
pot Hole Pete . .. 
Spooky Caslle .... 
DiiylioM Robbery 

Titan 

Periscope Up .... 

Encounter 

Guntlghler 

CracK Up 

Survivors 

Cops "n* Robbers 



2 99 
2 99 
2 99 
2.99 
2 99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2 99 
2 99 
2.99 
2 99 
2.39 
2.99 
2 99 
2.99 



2.99 
299 
2.99 
2.99 
2 99 
799 
299 
2.99 

2.99 
299 
2.99 
2.99 
2.99 
2 99 
299 
2 99 
2 99 
2 99 
2 99 
2.99 
2 99 
2 99 
2.99 
2.99 
2 99 
299 

2.99 
2 99 
299 
■d yy 
2 99 
2.99 

2.39 
1? 99 

2.99 

?m 



1 99 

2 99 
7 99 
299 
1.99 

1 99 
1.99 
1.99 
799 
1.99 

2 99 
1.99 
1.99 
2 99 
1.9H 



Alternative 

Soccer 1.99 

Scftdltty 2.99 

Pro Mountain Bike 2.99 

Atariaoft 

Slat Raiders 2 99 

Speedhawfc 2.99 

Twitighl World 2.99 

Heartache 2.99 

Thunderfox 2.99 

Slingshot 2.99 

Adventure soft 

10 Little Indians 2.99 

Secret Mission 2 99 

Arrow of Death 1 2 99 

Arrow cf Death 2 2 99 

Golden Voyage - 2 99 

My;K-ry Fun Hi i.. sir ? 99 

^Muiyh: OrlySSfiy ? 99 

Wizard ol Akyr? 7 99 

lha Time Machine 2 99 

Adventureland 2.99 

Circus 2.99 

Escape Irom Pulsar 7 2.99 

Perseus and Andromeda 2.99 

The Count 2.99 

Voodoo Castle 2.99 

Waxworks 2.913 

Firebird 

Matta eiatia 1.99 

Micro Rhythm 1.99 

Thrust 1.99 



Ptayers 

Sli;d1osplii 



Smtotphera 1.99 

Tamum 1.99 

Dijzy Dice 1.99 

Bubble. Trouble 1.99 

Joe Blade ll 2.99 

Miaceitsntoua 

Pwioon 1 .99 

Mr.ng 1.99 

Star Wars J.99 

Football Manager 2.99 

Superman 2.99 

Rlwar Raid 2.99 

Chuckie Egg 2.99 

Pogolron 2.99 

Boulderdash 2.99 

Boulderdash II 2.99 

Darts 1 .99 

Syslem 8 Pools 2.99 

Turt Form 2.99 

Maatmnronic 

Masterchess 199 

Protector , 2-99 

Revenge II 2.99 

Cry sta" Raider 1.99 

Amaurot* 2 99 

uegas Jackpot 1 .99 

Ktkstart 1 .99 

Invasion 1.99 

On Cue 2.99 

Lasi VS 2.99 

Mutant Camels 199 

Mi(k Race 1 99 

Frenesis 199 

Panther 1 99 

Sidewinder II 2 99 

Despatch Rider , 1 99 

Hover Bovver 1 99 

Molfif.u i: Man 1 

Speedzone 2.99 

Ninja 2 99 

Ghostbusters 2 99 

Henry's House 1.99 

ISO! 2.99 

Bombfusion 1.99 



FULL RANGE OF A TAB! 2600 CARTRIDGES IH STOCK 



Alari CX30 Trak-bal! S-bi1 9.95 
Atari CX30 Trah-ball ST&TE 1195 

(Direct mouse replacement] 



219/221 Cannock Roatt, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD a^_ _ _ 

Telephone (0543) 466577/8/9 



Add 5Dp to orders lass man £ Q. 00 All prises correcl ai 
llmi of going to press. Access or Visa orders welcome 

Please add El per Item for overseas 
Please make Cheques or Postal Orders payable Id 
"MILES BETTER SOFTWARE" 
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IT GAMES ... 8-BIT GAMES 



GLAGGS IT! 



Isuspecl the title of this 
game is more meaningful 
to German readers than 
if) the resi of us! GLAGGS f I is 
basically a clone of Domark's 
Klax whieh was one of last 
year's big hits on the ST. The 
only major difference is that 
the graphics consist of simple 
kvhi dimensional wnlls rut her 
than the elaborate 3-D con- 
vf\or hcli system ol I he ST 
version. With i his exception, 
game play is vi rtually Identical. 
Your job on each level is to 
colleel differently coloured 
tiles as they emerge from 



r 



Title- GLAGGS IT! 
Publisher: Hyperon Soft/Page 6 
Price: £6.95 
Format; Disk 
PI overs': 1 

Reviewed by Fauf Rixon 



chutes descending from the 
top of the screen. The tiles 
must then he deposited in one 
of five Dins below. The objec- 
tive is to form 'Glaggses' by 
placing the tiles in three-high 
stacks of the same colour - the 
respective tiles then disappear 
and earn you an all-Important 
points bonus. For each screen 
there Is a specified quota of 
Glaggses to achieve and as 
you progress onto the higher 
stages, the number of different 
colours increases and the har- 
der it becomes to organise 
them all. You can hold up to 
five pieces before dropping 
them into the bins, taut as the 
task gets harder you have less 
and less time to think before 
you make your move. You're 
only entitled to a few misses, 
one too many and the game is 
abruptly over. For added vari- 
ety yon um\ be required Id 




Form diagonal lines of mateh- 
irm colours. A status line 
below the main playfleld dis- 
plays all the relevant details 
prior to commencing each 
stage. 

The graphics are fairly basic 
llhough adequate) and the 
sound effects sparse but the 
main quality of Glaggs It like 
Klax - is its addictive nature. 
You can start the game at level 
zero. five, ten or fifteen so 
players of all abilities should 
have fun without finding it too 
hard or too easy. An added 



incentive is a chance 1o etch 
your name in the disk-stored 
hi-score lable of the top Glagg 
sers. One small niggje is the 
apparent lack of a pause facil- 
ity - once you start the game, 
you're forced to see it through 
to the endt 

Puzzle games have proved to 
be equally as popular as the 
traditional arcade shoot cm 
ups- Its mH difficult In sup 
pose why. Glaggs It is a game 
that will keep you coming 
back for more, even if you 
don't like it in the first place! 




PLAYER'S DREAM 1 



Two games on one disk; 
Plot is an addictive 
an adf puzzle game 
similar m ruzznic on the ST 
and Skiing is a tricky vertical 
scroller all about, erm ... 
skiing! A Player's dream? 
Plotter is a sort of bouncy 
face' who lives in the right 
hand portion ol your screen, 
by guiding Plotter up and 
down and pressing the fire 
button, you can make him 
shoot 8 block (or stone ) at a 
pile of others located on the 
oppusile side of the pi ay field. 



You can lire directly or re- 
bound off the walls to hit the 
pile from above. Each stone 
bears a symbol and when two 
similarly marked ones collide 
an explosion occurs, des- 
troying the target stone and 
enabling the others to drop 
into the vacant space. The 
process continues until the 
missile meeis a differently 
marked obstacle - whose sym- 
bol Is then transferred onto 
the stone used by Plotter for 
his next atlempt. Evt-ry Icvrl 
has a corresponding qiioia uf 



stones that must be removed 
1o quality for snbsequrnl 
rounds- because of the possi- 
bility t hat you'll end up in a 
no -win situation, the space 
bar activates a Thunder-stone' 
that will match any symbol in 
the pile. Of course, this facility 
is strictly limited so you have 
got to think very carefully be- 
fore you hit that button. Don't 
think for too long though, or 
the clock will catch you out! 

The continuous music based 
on "air on a G String' (like the 
Cigar ad s) is well composed 
and the sound effects are good 
quality too. The graphics are 
necessarily simple but perfect- 
ly adequate for the purpose. 

If you should eventually tire 
of Plot (it's unlikely to be for 
some timet) you can re-boot 
the disk and load In Skiing - 
or Sklahfahrt as the Germans 
know it! Tills Is a straightfor- 
ward scroller in which you 



attempt to manoeuvre your 
skier In mi I In- si.;n i portion ro 
the finishing flag In the time 
limit specified. Naturally there 
are lots of obstacles designed 
to trip you up and if they suc- 
ceed you will lose valuable 
time. Triumph is rewarded by 
transportation to the next 
level - failure is punished by 
forcing you back to the begin 



nin 



The graphics aren't stunning 
(didn't I once type in some- 
thing similar from a C&VG 
mag?) but the game is surpris 
ingly addictive and its a 
worthwhile bonus to a gener- 
ally good value package. 



Title: PLAYER S DREAM 1 
Publisher Ke-Soft/Page 6 
Price: £6,95 
Format: Disk 
Players: 1 

Reviewed by Paul Rixon 
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8-BIT GAMES ... 8-BIT GAMES - 8-BIT GAMES 

INVASION 



Not to be confused with 
a very aid and unre- 
markable budget war- 
game from Mastertronic, this 
INVASION is actually an excit- 
ing horizontal shool "em up re- 
cently Imported from 
Germany. 

As the pilot of a military heli- 
copter, your mission is to con 
struct a temporary bridge over 
a river in readiness for the in- 
vasion of your tank division 
into hostile territory. First you 
should locate your HQ and 
activate a switch concealed in 
the trees. This informs your 
comrades that you're ready for 
Ihe ncxl bridge set-linn, which 
duly appears next to the 



Title: INVASION 
Publisher: KM Software/Page 6 
Price: £6.95 
Format: Disk 
Players: 1 

Reviewed by Pavi ffixon 



building. You must carefully 
hover over the section and 
hoist it up with a rope from 
your chopper. It can now be 
transported to the river and 
dropped into position. Simple 
eh? Unfortunately notf Four 
enemy choppers constantly 
hound your activities, firing 
missiles to blast you out of the 
sky. You can retaliate with 
bombs and rockets but there 
is an endless supply of nasties 
to replace those you manage 
to annihilate. There art also 
several ground -lo-alr missile 
launchers situated throughout 
the landscape, which of 
course you must endeavour io 
avoid. 

Occasionally an enemy plane 
will fly across and release a 
parachute over the partiaUy- 
eomplcted bridge. This Is a 
bomb and an appropriate 
warning sound informs you 
that you must find and elimin- 
ate it quickly, otherwise a sec- 
tion of the bridge will be des- 




troyed. The lirst level Isn't too 
demanding but later on you 
have really got to be a slick 
tactician to get that bridge in 
placef Personally I found the 
best strategy was to knock out 
the launchers first and attack 
the choppers by dropping 
bombs on top of them. Oh, 
and don't forget io keep those 
rotor blades away from the 
trees! 

Invasion's graphics are com- 
mendable - the landscapes are 
artistically drawn and shading 
is used to excellent effect. 
There are some nice touches 
in the Lucaslllm- style intro 



graphics and title page. 
There's plenty of good anima- 
tion too. I can't complain 
about the sound, since the 
music doesn't seem to be too 
annoying and the other noises 
are reasonably effective. 

If you want a shoot 'em up 
thai isn't just a shoot em up - 
one that offers a more worth 
while excuse for its existence - 
then take a look at Invasion. 
Addictive and challenging are 
words I could use to describe 
It. but most importantly it 
looks good, feels good and by 
golly ... 




RUBBER BALL 



Fancy a game of Rubber 
Ball? What, you mean 
you haven't heard of 
this intriguing game from Ger- 
man publisher Raindorf? Well, 
nor had I and it turns out to 
be one of the few game con- 
cepts that you probably won't 
have encountered before! 
Imagine you're a rubber hall 
bouncing through the angled 
corridors of a vasl air condi- 
tioning system. Obvious 
hazards are nails and chewing 
gum lodged in the pipes, but 
air ventilators can help you 
back on track and air-pumps 



seen i to be quite useful too. 
Get the Idea? In fact, there's 
no need to Imagine - in Ibis 
game you have an opportunity 
to actually become a rubber 
hall! 

Alter loading you're first trc 
ated to a short digitised 
soundtrack - proof that given 
the programming expertise, 
anything is possible in 64K! 
Hit the trigger and you land 
with a bounce in the first of 
twelve challenging levels, each 
consisting of several screens 
formed by rainbow-coloured 
platforms, A joystick controls 



the horizontal movements of 
the rubber ball whilst vertical 
actions are influenced purely 
by simulated gravitational for- 
ces. Once you've rolled off the 
top platform, the ball begins 
bouncing more dramatically - 
or to be precise, the ball stays 
in roughly the same position 
whilst the whole screen scrolls 
smoothly up and down io cre- 
ate a believable bouncing 
effect. Kriclion gradually slows 
up the ball so you must plan 
your moves to avoid getting 
stuck in a hopeless situation. 
If you do, you Will be forced io 
forfeit one of the six available 
lives. 

Having completed a level by 
collecting a specified number 
of air pumps, you're awarded 
bonus points relating to the 
time remaining on the coun- 
ter. If it should run down be- 
fore you've finished the task 
you again lose a life, but there 
are extras on offer after every 



fifth level Nails are a certain 
danger whilst lite chewing 
gum can sometimes be a help, 
as well as a hindrance. The 
ventilators are important too. 
Apart Ihhu an o< casi< unil hir 
cup in the bouncing algor 
ilhm. Rubber Ball is beyond 
criticism In every respect. The 
graphics are clear and colour 
ful and the game will have you 
bouncing into the early hours 
to try and master the higher 
levels! German authors have 
created some top notch 8-blt 
games and I'm delighted these 
have at last found their way 
into the UK. Give your Atari a 
treat this Christmas! 



Title: RUBBER BALL 
Publisher Raindorf Soft/Page 6 
Piice: £9.95 
Format Dish 
Players: 1 

Reviewed by Paul Rixon 
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EXCHANGE 



ST DISK DRIVE; Atari 5F314 
Idoutale sided" drive urgently l» 
quired in top conditio i. Exchange 
1or brand new Cumana slim Ins 
douftte sided dme. Sounds crazy 
bul there"* a good reason. Phone 
Las rx Sandy at PAGE 6. Tel. 
0785 31392S 



FOJ?S>UE 



fflXrXL I Rev.CJr 8QGXL. XF5SI 
drive. XC12 tape deck. joystick, 
complete with manuals and ICD 
Printer Go*intrcr.irjr\ rylirn Offcfl 1 1 , 
Transdisk IV and vnQinal packag- 
ing Extras include Atari User 10 
way back w^ri^ni, 1 3UXE Handbook 
and Your Atari Computer plus 
games on disk, tape and ROM. 
ElSOOrW. Ttf.5751 7470$ 

TAPE SVSTEH; Casssti* records 
with joysticks and around 40 1ajM 
games, al excellent condition. Ori- 
flinal software, mostly from Dale- 
byte Scott Adams. English, US 
Gold and Activision. Bought for 
VPC1Q r?uf sell everything for £55 
c.jiiii Will split Also selection of 
Atari books Phone David on 031 
337 1641 

XL SYSTEM; B00XL computer 
1060 disk dnv*. 1010 cassette, 
Xeiec pfBiter interlace, an lead*, 
manuals, joystick and over C500 
wonh o J original quality software 
and books. £220 ono. Will not Split. 
Tel [Bucks) 0626 494B24 

TWO SYSTEMS: 130XE, XC12 
data recorder 1&50 disk drive with 
Ocxj tiler, mggs and extensive sott- 

*arei'utiiities. Ci75. booxl. xcn 
data recorder, books and anginal 
games C60. Tel. Poynton (0625) 
S78430 

ST SYSTEM; KOSTFM computer, 
double sided dnve, 34 disks wim 
games etc , |GySliCk and mouse, 
magazines and books, all manu- 
als, leads etc Boxed as new Only 
4 months old! £330 ono. fling 081 
851 664£ 

IOJ7PflHslTER: IJ27 prime- wilh 
Spar* ink rollers . boxed and tn very 
good co ncW i on and Ml working 
order ceoono Buyer pays car- 
riage or contacts. Contact Derrick 
Of Sharon on 0554 777099 or write 
to 70. Srynawelon, Bryri. Llanelli, 
Ovted SA.14BRA 

EXCHANGE; Willing (0 swap *«- 
ce lenl condition B10 disk, drive 
* 1h power supply etc ly Mi:li 
masler or Tarilalk Write lo Nir 
Darey. P.O. Box G002. Acco, itrae 
24720 

UNIQUE SYSTEM: l2Sk a* 
pandsd, CompUterhosue controller 
card, custom Rom, printer port, 
reset handler, lots d books, disks, 
tapes plus a rre* 8Q0XL. £130. 
T*l 0395 579313 after Spm. 

MAGAZINES: Alan Jun Vol. 1 
No. 1 . 3. 4. 5, 6. 8 (Dec. 85 - Jan 
06] plue 10. 11. 12, Vol 2 H02. 3. 
4. Vol. 4 No. 4 (Aug. B6>. All 10* 
£5. Also various games on casset- 
te. Tel. 0703 253065 ask for David 
(after 7pm} or writs to David flursl 
83, Shaftesbury Avenue, chendlars 
Ford, Easileigh. Hams. SOS 3BQ 



XL SYSTEM: HDOXL with lO^C 
data recorder and a raw games 
hC. 2 canridges All In Qood work- 
ing order. E55 ono Contact James 
Tustiar* Orl D60B 642^2. Oxford- 
shre. 

THE COMPLETE PAGE 61 : PAGE 
6 magazines Issue 1 to 53 com- 
pieie. Yes! The lot £75.00. Tel. 
Coventry (D203) 714274. Buyer 
collects | no alters) 

XL SYSTEM: MO-XL with 1050 
disk drive, 1 01 0 recorder, trackball, 
touch tablet and joysticks, over 
300 gernes/uHMies on cartridge, 
disk and cassette. Softwere in- 
cludes ViSlcalC AtanWrrter, Alter- 
nata Reality and Ultima IV. Boxed 
with all manuals end leads plus 
toads Of PAGE 6, Antic and Analog 
magazines. SfJQXL needs new 
power supply. £150 ono. Tel. 081 
851 9EZ8 

LARGE COLLECTION Atari en- 
thusiast selling targe collection 
comprising: SoW WOOd desk, 3 1op 
drawers end 2 side cupboards with 
3 drawers in each plus chair. 3 
9COXL coti outers 2 1Q50 disk 
drives. 2 1010 cassettes, 1029 
printer. louCh taWet. green screen 
monitor. 2 loyshefcs, cables and 
ylugs tor everything. Also over 1QO 
cii-'jsi^ri'! i\.\f"Hf.. AlariArlist, Slar 
Raiders and Galaxian on flam, 
COS E/DOS '1 disks, Home tiling 
Manager. Pewit, AlarWriter+ 2 on 
ginal game disks and many other 
home recorded disk programs.. 
PAGE £ magazines 35 to 52 plus 
3 earlier Atari Users. Spare disks, 
prirfling pacer, cassette boxes. All 
in good condition and working 
order. Also spare 8Q0XL with 1010 
cassette and XO1 1 cassette (all 
partly working but slight 1aults|, 
Ideal for the enthusiast or begin- 
ner. Syslem sel up at present and 
WOflung £300 cash (no offers, no 
sp!4s) Buyer to remove. Tel. 0254 
771707. Lancashire. 

XE SYSTEM: 130XE computer. 
XC12 date recorder, joystick, Ids 
ol magazines. 30+ games, all 
leads ale. VGC. E80 ono, T»l, 
(O302> 7B4642 

VCS: Atan 3600 plus 16 gemes. 
As new. £50 Q0 Phone 021 441 
3064 after 6pm. Mr P, Adams 

XL SYSTEM; BOOXL win data re- 
corder and dot malna prlniar , in- 
cludes all manuals and leads + 
some software (inc. a racing pi- 
geon velocity calcula.1l&n and print 
program!. Perfect wfXkmg order. 
Offers around El 50. Tel. Jobn on 
(04S5-I 200019 after 6om 

W ARC AMES: SSI gemes on disk 
- Battalion Commander, Battlec- 
ruieer. Broadsides, Gettysburg, 
Kamplgruppe, Mecn Brigade, fl*- 
lorger $fi, Warship, Wargame COfi 
SlruCtiOrt Set plus dhers - Crusade 
in Europe, Ullma 1V. AHemele 
RealHy, Atari AssemWer/Edrlor 
rom. £100 9 books inc. Mapping 
The Alan Revised. C20. Joyprint 
joystick port primer connector, £6. 
PAGE 6 issues 14 to 49, £20. Atari 
User V0I.1 to Vol. 4. £20. S00XL. 
E25 Buyer collects or peys post 
age Ring Mike on 0442 251534. 
(rvenlngs 

PRINTER: 1 ura prine- oius Ala-- 
iWriter word processor disk, in- 
structions, anginal box Good COn- 
rJNipn. £75. Tel. Cheddar 742167 



T-3UXE SYSTEM: iaOXE r l050 
disk drive, XC12 tape recorder, 
louch tablet, remoi* joysJlck, some 
spare power supplies Not boxed 
nut complete and wc* ng M;ir y 
books Inc. Tech. Ref. Notes bir-d 
some US imports. A lot ol maxily 
serious software mc. Action', 
Transdtsk IV. loads ol graphics 
Utils and PD plus some games 
First ofler over £125. Tel. John 
Dyer on 0E56 20660 

CASSETTE RECORDER; KCl£ 
for sale w#i 21 cassette games 
and a lOyslick, £80. Write to TSOSk 
Yin, l&. High Streal. Grimelhorpe, 
Barnsley. S. Yorks. S72 7LS 

XE SYSTEM; 65XE, XC 12 data 
recorder E45 worth of games, 
boxed and wilh manuals. VGG. 
EB5. Pnone 0246 BS2630 after 
4pm 

OLDER ATARI- Atari 406. new, 
never used, onglnally £3O0, sell for 
£75. Runs all canridges and con- 
tains neat 6502 environment lor 
both learning assembly language 
and tor etedronic projects. In- 
cludes Music Composer end Besic 
language cartridges and a variety 
of books. Phone 081 337 IS34 

XE SYSTEM: 130XE wUh 1050 
disk drive, pristina condHion. boxed 
and wih all manuals and cables. 
£150. no Olfers. Also SS0 interlace 
module tor use wUh printer or 
nnodem, £70 MonMor magazine 
issues B to £0. £ I □ Can deliver in 
or near Essen Tel (0266)784637 

XE SYSTEM: 130XE. 1 050 disk 
drtve, toyslick. irakball. touch tab- 
let, all leads, cables and adaptors, 
games cartridges, disk, utilities, 2 
llight simulators. Pnntshop plus 
accessories, Mini Office II. drawing 
and CAD programs, Visicalc. Atar- 
iWriter Pa»ll plus many more, ra- 
lerence books, manuals. 2-3 years 
boend Alan User, C2SO ono. Tel. 
0635 6354S 

XE SYSTEM: &5XE wilhXCi2 
datacard**. IW0 loysticks nearly 
£100 wodh Ol SOttwara, manuals, 
leads, mags, £70 ono Tel (0&1) 
f>69 2375 attar Spm and ask lor 
Rcften 

BINDERS: Two Amencan slyle 
3-ring birders sunahle for Da Re 
Atari elc. Brand new. Go to beet 
offers. Wrrle lo fl-J. Espino. 111. 
Paslon Ridings. Paslon, Peterbor- 
ough. CambS, PE4 6UX or phone 
0733 74121 and ask (or Raphael 
(as in ihe Turtles) 

NEW XE SYSTEM: Joystick, light 
gun. advanced light pen system 
wilh Rom cartridge. Designers 
Pencil. PacMan. Donkey Kong, 
b-up Hunt and Flight Simulator all 
on Rom cartridges. l010 dala re- 
cords' nu 14 Qre at games. All 
cables, leads, power packs, manu- 
als and instructions included. 3 
mags a cassette case and blank 
cassette wil be Included. Price 
£200 Contact Richard on 
Gloucester (0454} 260240 

XL SYSTEM; BCC'RL 1050 disk 
drive. XCl £ cassette recorder, 
jpyslick. books, magazines, ova* 
£30O of software mc. Alari Writer. 
Home Filar, TransdiSk and loads of 
games. £175. Phone Lee on M*ton 
Keynes 40908) 320798 



PRINTER: FrirrtoT wrth XL to Can- 
Ironies and RS 232 Serial irHertace. 
PKMh 1$00SdBisywheeltyp*, 
E90. Tel. (0625}4207S2 



WANTED 



DISK DRIVE: Wanted 1050 or 
XF551 disk drive in wonVng order 
Wih exchange 1Q?0 colour Alari 
printer/ptotler, |OySliCk. mouse. £7S 
worth of games tapes and utilities. 
Phone lan, Wickford. Essex on 
j0268) 733776 or wrtle lo 20 Lilac 
Avenue. Wicklord. Essex 

INSTRUCTIONS: 650 interface in- 
slrudion book wanted plus details 
□f power 1 Supply. Any information 
will be appreciated. Price and post- 
age lo R McGrath, 41 Belvedere 
Place. Dublin 1, Eire 

MANUALS ETC; Can anyone 
help? I need a manual for an 
90QXL. memory maps and Circuit 
diagrams required tor interlacing 
projects. Will pay postage and any 
reasonable costs Contact Stephen 
WakJron. 53 Citadel Road. The 
Hoe. Plymouth. PL1 3AJ 

PODLSWINMER Has arryon* got 
a copy or original ol a program 
.ssued by Selac Software called 
Poolsvnnner either disk or tape? I 
obtained mine tour years ago end 
have unfortunately destroyed my 
original. Please write or phone and 
get me out of 1rOUb*e, M.J. Tester, 
23 Dorset Gaidens. Bnghlon, BM2 
1 RL, Sussex. Tel. Brighton 
0273-682301 

XL A DHIVE: New to 1he Atari 
scene, pensioner would l*e an 
Atari SO0XL wilh a 1050 disk dnve. 
vary reasonably priced Could 
arrange lo coBect wthm cenlral 
Scotland. Plaase write to J. 
Strachan, 136 Laven Road. Town- 
head. Coelbndge, ML5 ZLW 

DISK DRIVE: 1050 disk drive wan- 
ted. Also Atari Artist on ROM. 
Phone 0&43 226703 alter 4pm 

EXTRAS; I am looking for a manu- 
al for the S5XE and a data recor- 
der Will pay reasonable pnee 
Phone Gill on 071 252 7787: 
5pm 

PRINTER: 1027 prnter, will pay 
£50 to include postage for a 1 027 
printer in good condition. Phone 
Andy on 0522 &9D&2S 

CASSETTE DECK: Atari 800 tape 
recorder needed. Cannol pay 
much but I have lots of rare games 
like Caverns Ol Mars Pleese help 
me, Robert Reld, 40, Burdiehouee 
Slreel, Edinburgh. EH1 7 flHB 

BOOK: Atari Basic Source Book 
by Compute! wanted- R. Cerler, 
73, Grasett Park, St, Saviour 
Jersey, JE2 7PO 



BOOKS; Books tor XL'XE wanted 
inc. manuals Also modem end in- 
terlace. Will swap lor software or 
pay cash. Tel. 0721 20663 

DISK DRIVE: 1050 or S10 disk 
drrve tor BO0XL with toads, manu- 
als and COS disk. Will pay a 
reasonable pnee. Must be in wo* 
ing order and good condition. Wnie 
lo D ftathod, 22. Nevetl Slreet. 
Preston. Lanes. PR1 4RB 

CAN'T GET USED TO YOUR 
STFM'r. Do you rue the day yOi. 
sold up your 8-bfl? Worry no more, 
simply swap your ST with D/S 
drive tor my 800XL. 1 05O disk 
drive with ICD US Doubler, data 
recorder, large quantity of software 
on disk and cassette, joysticks, 
EVERY issue Of Atari User maga- 
zine, manuals and reference books 
etc Write to Charles Smith. 93 
Preachers Lane. Oxford. OX1 IfiT 



PENPALS/HELP 



PENPALS: I would like to hear 
Irom any Atari 8-brt 'ans. near and 
rar I have a 65XE t 1060 disk 
drive wr|fi Happy and US Doubler 
All letters answered. Paul Hottord. 
7. Gaywood Close, BeechwOOd. 
Birkenhead. Mefseyside, L43 7TT, 
\ rif|lrind 

TRANSOISK IV I; Contact wanled 
wilh anybody who has mastered 
1his little beauly of a program and 
help needed wilh Tomahawk, or 
anybody in the Herts area whoso 
Atari neads another 1nend Cornacl 
Dave Ostrorn 31 Avocet, Letch- 
worth. Herts, SG6 4TH Tel. 04E2 
674905 

TURKISH PENPAL: Nil. I'm 
Oguzhan Imrak. I've an Atari 
EJOflXL |256k RamboXL), 1050 
cksk drive, XCl 2 tape and 1029 
primer. H you want lo have a good 
contact, please write to me. I've 
large software collection futilities, 
gemes. demos *1c ) All letters 
answered Ogulhan Imrak. Meklep 
Cad Zafer SOk, 2a1er Apt. No: 
15/7,61570 KUCUKYAU Istanbul, 
Turkey 

LEEK CASSETTE USER 
GROUP: The only group entirely 
dedicated 10 cassette users. For a 
free information pack please send 
a large sae to Leeds Cassette 
Users. Group. 14, Hollln Hill Ave- 
nue. Leeds. LS8 2PP 

HELP1: H**p and advice, instruc- 
tions lor Microsoft Basic ref. 
CXB126 dated l&fil end Data&ofl 
Graphic G^nwetor All reasonable 
cosis pOSlage pari. Nick Ashby, 
140 Linden Avenue. Easlcola. 
Ruislip. Middx, HA0 8UB 

SOCCER: Anyone interested In a 
Play By Mail soccer league'' Send 
SAE to ma for details. A. Dele*S. 
31 Muck nail Garth, Bransholme, 
Hull. HU7 4LR 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ... 



CONTACT is FREE of charge and may he used by any genuine Atari 1 
enthusiast for contacting other owners. Any notice may be in- 
ctoded except those offering software only for sale or exchange or 
those offering items for 3>ale conimercMy. The Editor reserves 
the right to omit any notice received at hi& discission, 
Send your CONTACT notice to CONTACT, PAGE | P.O. Boi 54. 
Stafford, ST16 1DR. Pleas* write y&ur notice on a leparate sheet 
of paper, not as part of a letter. 
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SELECTED PERIPHERALS & SOFTWARE 
FOR THE ST FROM SILICA SYSTEMS 

ALL PRICES INCLUDE VAT & FREE DELIVERY 



ATARI ST I 



vortex 

■ Atari ST s 




ATonce+ PC EMULATOR 



ATbnce Plus is a PC -AT compatible emulator 
for ail Atari ST models (except STACY). With 
ATqnce Plus fitted, 1'he Atari ST can be used 
as a PC-AT compatible computer, Tha 
emulator works with most Atari hard disks 
and proves compatibility with the Atari laser 
printer. A. professional fitting service is 
available from Silica for only £34. If you own 
an Atari ST and require PC compatibility, you 
will not do better than ATonce Plus. 

Rm use wrtu ST-E's oj MEGA ST'h an adaptor is required 
larder reV EMU 74B0 or EMU 7303 fit 



FULL 15MHz 80286 PC-AT EMULATION 
MBA, CSA, EGA A VGA GRAPHIC MODES 
COMPATIBLE WITH ST HARD DBWES 
CAN ADDRESS ALL ST RAM ■ UP TO 4Mb 
RUNS EXTENDED & EXPANDED 8628b MODE 
386 VERSION FOR ST-E AVAILABLE SOON 
TASK SWITCHER TO RUN MULTIPLE 
PROGRAMS SIMULTANEOUSLY 



5 



i 



v 




! 




RRP: £249 

£189 



Order Ref: EMU 



e 



3 ROBOTICS 4 



30Mb & 60Mb HARD DISKS 



5 SPREADSHEET 




PAGE LINNET + FASTCOM 2 

Espanence lh« wOrid Ol •fcclranhc ram- 
n- jrn:af on' Th* cwi cosl intiDductDP will pfO- 
tir.a you wilh houra of enjoyment n» ywi 'talk" 
la fellow corr fLiler .iza-r, ttnund lha world 

• SafffitM WW Wi fuazum 2 Jdmrtfa 

( 3*f 1 MNM ^ P .WffrvTWflP 

• Firrr tw n ei fW fa $ rr a^vmed 

• date Jjud rata Kanm'ng 




FACE 



£149 




ATARI ROBOKIT 

Explore th* taicinaiing and inirlcele world of 
tDbolici wrtft FtoboM. This eomprahnnaivo ni- 
IBftac* <or ST *, can be usftd in COftJuflCtipn 
wflh any Lego Technical Kit V> buiU all kjndt 
□f models iin rotxrts. 

* Fff«r#rf*l. p#fy-fa«p joffar** i>**£fcrrf*i3 

* ComfiMtttor wM i.H dlM ST* 

* Nhkl vlW UH ftcbnirj.' itib 

* MnHCnf iftfaifad mBaf f 
tonjlntctiaii pdrs'Oii? 

* fivcMt.'an taai 



L A ATARI 



£49 

l>tai AH EJP ?StCi 





ATARI MEGA FILE 30Mb & 60Mb HARD DISKS 

An mflmpeniiw answer (a ftmt rtorage requii*mffils Alar MegnMe* are lu»V comp*i- 

ble wttri ■■ STbl (WOfldl^B high capacity, Hat storagB far data and applications. 

• »Mo w tOIU> titmmi rt*P#i eaoatnV * (fcmarrtwUiW Mty ^jiH Bari-ap «Wwtfa 
+ OviigHit W*0B' ea-*MuMt*A Jflrffnp 

• Mwasyiirfta/ (rnrt-i'n Mil «pt**l»m 

• fliiiy irtn'n up to ? *«* *fr*i 



FbW ncwwr-fiitar tJlliT^ pvilT-in 



FREE 

AATARI 



Atari A rchive Ba tfciip Software W orth £29.99 

AATARI 



MEQAHLE 341 
ft ARCHIVE 



HHP. 

£149 

p-ii. rw hui 4i» 



MEGA FILE AO 
& ARCHIVE 



HHP. ew m 

£499 




MA5TERPLAH 

Sc*WhIic«Ik1 GEM spr«»dlh«Bt. bason on 
UjIui >-£ J Will 4. you c*n coJculalA yOu' 
Noun* |lP*nc*t plot graph* VVnf o( ttw cttw 
rhmi>nda o< ^iijCl , «mnr<Lal calcuitfiarl 
m«(Ydav hum* and buv*i444 vH 

• IrlfffiF i«ry lis ™ liAMhf 

• IfMr n*f« if ffliffltmrtW *JM«tU 

• brWMiftAf gr*pkf*t .Wm'fl 

• iolpj" 3 cnmpindYf 

• H9ix2Si rail **W.t 

• fffM fttfHT ivwutfJAdfl 



Master Plan 



IW CB995 

£39 

rMv n* swzth 



DTP GRAPHIC APPLICATIONS 7 B/W SCANNER 8 C AP PACKAG E 




MEGAPAINT it 

Tha wry btMt high rnaoliiiiDn mDfiocI -on o 
graphic* pack*?*. W»gaPB..flt H is dwfinpd 
» allow you Id CnsBB. «1H ayid 1tfiarj» artwtrh 
to a Rnrth4d elar* {wiof Id past ng 110" A OTP 
p«fcjigB. *. parVct OTP comppnior.. 
m ftMh jwwahmm 'nil! «i inrm 

* JiW MiuMf fyma*v tomiw* 

• ivvfr of ftwri 



£89 

Ml H»' iH, 1 j 



MEGAPAINT II PUIS 

PratBaalrana* maion Ol M*0*Pair+ II, includoa 
bri rti*4i and v9<S!K graphics Drawing lOQlB. 
rneaai« rangaol ^aaturwr floa 1 B*t intarrKa. 
fiuppona larga BCrwn*, fiBhrorlUE ano TTs 

# Manffrir fiyaii Ml ¥Ktr m *>J mart 

• MlHfra MiirJirw jf fault Jirtf (KJWflfi 

* tftrJH Jf nry Wj# rwaiafPfl *• nmw 

• t^H*irft Wt a ^ r*appjfl™ir. C*J*(WJ 



£199 

> 0* W S5W KM 



a 



DAATAscan PROFESSIONAL 

Allows graahius to be BCdnnad in to Ihu Atari 
ST and uAed ir grppnic packages C CJTP pnj- 
[jra-na An idnn alhin-one Mlullcn tor your 
tHapk Hid wtiiH 6C fl^nlng requira-mem 
a AaffDl Boaj ttMHlMi *npTw»™ irpfiM 

■ £PFMAfAr« raic.TJiDnr H» JWtf£n 

■ Hlpa-^iwiW flririM« fpfMW fa 1 fanr pnnlart 
*> riMmm teaaarng mawb 

a iT,imnjr,'*rt wllfi or/ 1 
* fvapAi'H pprtapaf 

* ri pail JfJxi PMMT 

* irp in t4 p*} FfaiH 



£169 




TECHN0BOX DRAFTER 2 

A PCmh«1uI, lew CQK CAP partaga. Quietly 
bpcoming 1l"9 tapding ST CAD ayatain 
Tacnwje™ prtwdoe every rscllrry tna leriouB 
CAD user will require 

* Vary aaty it utw Mfrfa» 

• Mhv nrffrf a nigA 
e JUkitpi 1 ryrtTffdY NtifWf 
m lut* IHft of pufawi 1 *ViWf* 
■ L^f fa MM fafitt 



£199 

Vffe, M ST -212 




PAGESTREAM 2 

PagaStreaT ME 1gll and comprBhaMiV* 
DTP B4CKAD* v ou car crsalB lensrraacs 
•dvvrta, manual. >n IBX4 anylhing rwpjiiing 
1a»t anc grHt | l ,| SS Id cin mixed ■□r a pflr>s 

• fampvuWnt'e «MCf«B wJMnr fan* 

a Wnp far! jjtujuiJ .ImtfJlr lfipp#rf flrapBire 

« Cnrnparnlfa iWB ffll JnUffflly *f » *l 

a rmtM fart pBd pnpMci rnfttl faCtf <minp JT 

* futi atty*H* .mfahfln 



t , fWJWP1df4>Mt 



fiftp- rtajfi 

£169 



SILICA SYSTEMS OFFER YOU 



basis. 



* fftEE OYERHiGHT OBltVEHY On all haflfware oruani i*ip(Md In the UK luainland 

* TECHNICAL Sl/PPOflT HELPLM& Team or ST lCCfinical experts a" your service. 

* PRtCE MATCH: We normally match eampgfctQrs or* a ' Sanrwi product ■ Same prki' 

* ESWffLrEWiTO TJ YEARS; Proven Track racorrj in pn&lesSMJriBl cornpuTrjer Sales. 

* BUSINESS + EDUCATtOt* + GOVERNMENT; Wilms discounts aval^ple (pr targe drders 
■ SHOWROOMS: Demonslration and Iraininfl labilities a! our Lomtofi 4 Sidcup brantnes,. 

* THE FULL STOCK RANGE: AH aS ydur ST requirement 1h>IM one supplier. 

fa FREE catalogues: Wilt tie nailed lo you with oflers and sflfTwarfl/pB-fipheral details. 

* payment: By cash, cheque and aJl major credll cards. 

Berdre you deod* whan bo buy youraottwarfl and peripherals, y*e suag»si y^j think very ca-flfmiy ahoul 
WHER E you buy them. Consider what It will t» like a tew nx*nha, steer you have made your purchase 
whan you may «equ«r* h«lp a^d Bd^cs. Will lha campaivy you buy 1rom temtael you with cWail* o1 new 
products'? Ai Silics SyBWrra. w« ensure i"iai n'Ob fill har^e nr/hing io worry sfiout We havs been eatHblisri- 
ad tor over *<2 yea's and. with oj' un^vaMed exp*" mug and a^pel se. *e cm-, now c am In maei our 
cuatomeis reqwireirianta wrtu an undemanding w^itcti is second W none. But don't h»t GUse our word 
Kir il. Complele and return the coupon now for our niosc Free literature ^:^m lo experience ih« 
'Silica Bystem* Service". 



Tel: 081 -m 1111 



MAIL ORDER: U The Mews. Halherley HO, Sidcup. Kent. D^ 4 4DX 

OiSer "m Op** Mn n^at BMai^M Wpe. hpjy HW* PparUng m Ha: 

LONDON SHOT 52 TpHflnham Court Road, Lofflton,. W1P O&A Til: 071-6W 4DM 



Ctpanlnfl Houit 

LONDON SHOP: 

Cpe nma, H Cu 1 !. 

SIDCUP SHOP: 

i>jh ning Hoj'i: 



Oxford Street. London, W1A *AB Tel; 0(71-629 1214. 

Wlfl*t: Thmad^r ufaH Kpni Ejfar»ton »* 

J -i The Mew? HallMflBy Rd, Sidcup,' Kem. DAI4 j:;>; TbI: Dfll-302 S«il 

y^n-SDi BQuam-SJOpm Lata Ninrr;: f ridgy ."■m ^ 



Self ridges rn r-uon 

Mon-Sai ejmn^aopin 



Silica Sysiems, Otpl PSIX 1291-63, r'Tht Mews. HathtrlBj' M Sidcup. Kail. 



SEND ME STPERIPHEHALS/SO FTWARE INFORMATION 



l a™ intervfled in: O 



Mr/MrS/Ms: 



Initial- 



Surname 




SILICA 
SYSTEMS 



n. 
i 
i 
i 
i 

I Tel [Home); T «' (Work): 

| Which compiUie*[*}, ll any, do you OWir? ■■■■^J 

^™ lT!^. JtSntdiiK :v (#n l*rl ip«(^.»l<:rn Ch^D* ■ Plaua itliyn ^ iswpan hr I In MHI 



PoatcoriB 



X L / X E TYPE-IN 




by John Young 



One of the most popular computer games is Yahtzee with many different versions 
available. Dice! is a similar game that will hold your attention for a good while. 

The game is for two to four players (although it can still he enjoyed by one player) and 
is controlled by the keyboard. Little instruction is necessary as the objectives are self 
ex[)lanatory with the scores available for each combination shown on screen. Dice are 
rolled by using the space bar and the keys I to 5 toggle a 'hold* on and off' for each die. 
Once you have decided to keep a throw, or when you have thrown three times in a turn, 
the Return key will end the go enabling you you place the throw in the best position. 

Dice! uses a very nicely coloured screen obtained by the use of Display List Interrupts 
and should prove a popular diversion for all ages. 
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DICE! 



EI 
HP 
HQ 
KK 
EC 
MM 
CO 
NM 
CT 



1 MMIllIMm 



1 REM *WH«* 

2 Wf M w DICE * 
1 REM # fay » 

4 hem * John Young * 

5 REM * * 

6 REM * MEN ATARI USER - DtcrJin 71 * 

7 REM WlHW H HWWW Umf iiM MMWW I f Wi m wwWMMM WU l M W 

0 REM 



1Q0 DIM ^CORE (12 t 4) j TOTAL (4) , DICE 15? , H 
OLD C5J , FACES (543 , NLrMOF (0) , SCR S 123 > TOFA 
Lf C3) , NOME* (403 , TEMPS ( 103 
QG 110 FACE$=»***tKS***KS******MK*S$K***K 

ksxss $K$y,y,$y$y.$ x$kk$hv:$ jcksx" 

HE 129 CLOSE Ol i OPEN (Jl , 4 , 8 j "K I " 

MD 130 GOSUB 296B 

RH 148 GOSUB 3889 

QS 159 GO SUB 1000 

SE 166 GOSUO 1396 

S5 178 GOSUB 1408 

GO 100 FOR PLR¥ER~1 TO NUWPLAVER5 
LE 178 TOTAL (PLAYER) =8 

Z*l 288 NAMES t £ PL A Y E H ~ li * 1 Q + ± , PL A ¥ ER*101 " " 
■ ■ 

Y5 218 FDR CAT = 1 TO 12 ] SCORE CCA T , PLAYER} S 

-KMEKT CAT 
RR 228 HEKT PLAYER 
SK 2 30 GOSUB IS 60 
TL 24* GOSUO 1889 
UM Z 50 GOSUB ZBBD 

BY 26ft IF YN-87 OR YN-121 THEN 179 
ZB 278 CLOSE 81 : POKE 702 , &4 
PC 200 POKE 02,2: GRAPHICS O 
OJ 298 END 

5N 997 REM 

SH 7*7 REM 

TZ 1888 DL=PEEKC56B3+256»PEEK(56l3 
PH 1010 POKE 0L+3,7i 

CO 1828 RESTORE 1268; FOR K = 7 TO 12 ! READ A 

! POKE DL + K, A ! NEXT K 
JM 1838 FOR H = 13 TO 27 tPOKE DL+X, 130 s NEXT 
H 

JI 1848 SETCOLOR « , 1 , 10 C SETCOL OR 1,0 J*^ 
E f COLOR 2 r 0,0SSETCOLOR 3.4,18 

LO 1650 FOR K=8 TO 8 ' READ A;POKE 1S3&+H , fl 
iHEKT H 

IC 1055 FOR H = 2 TO 18 STEP 2 

JJ 1868 POKE 1S36+B+K, 112 + X 5 POKE L5J6+7+K 

,o 

ZU 10S5 POKE 1536+16+H, 120+K : POKE 1538+17 

+x*o 

UE 1070 POKE 1536+26+K, 144+H ! POKE 1536+27 

+H,«iHEHT K 
KP 1675 POKE 1536 + 38 , ISO i POKE 1536+39,0 
ZT 1080 POKE 82,0: POKE 752,1 
ZC 18*0 POSITION 0,0;? "DICE 

By John Young" 
KG 1100 POSITION 6.6 

AJ 1110 ? " f 1 











FI 


1128 


7 


11 1 ONES 




y 


1 


|"J 


TH 


1130 




■* I TWOS 






i 


1"; 


HO 


1148 




■■ | THREES 




n ] V 


i 


l M J 


OP 


11S8 


? 


^IFOURS 




IV 


i 


l"J 


JA 


1100 


? 


"IFIOES 




IV 


I 


l"J 


HC 


1178 




» I SIKES 




1 y 


i 


1") 


MP 


1100 




11 12 OF A 




18 1 


l"J 


HI 


11*0 




11 |3 OF A 




15| 


1"; 


PF 


1288 


? 


"|4 DF A 



I Add ones onl 



Add twos -onl 



Add threes o 



Add fours on 



Add fives on 



Add sixes on 



KIND 



KIND 



201 

OS 1218 ? 

25 1 

UR 1220 ? 

58 | 

VG 1238 7 



I"; 

" I FULL HOUSE 

■■|5 OF A KIND 

l"S 
11 1 CHANCE 



Add all dice 



NO. 1248 7 "| 

UC 1258 7 "I TOTAL 



I 



MD 1268 7 



't 



AY 1270 RETURN 

HK 1278 REM DISPLAY LIST DATA 

DZ 1290 DATA 134 , 4 , 4 , 1 32 , 134 a 134 

L H 1205 REM — * COLOUR TABLE DATA - — 

HP 1259 DATA D , 38 , O , 178, 58 , 52 , SB , 84 

KB 1297 REM 

SE 1290 REM ■mMWiWHiriai 

KL 12J7 HEM 

OJ 1300 DIM BLI$C44I 

NS 1318 RESTORE 1300 

RU 1320 FOR Ms* TO 44 i READ A;OLI$ tK, Hi -UM 

RS(A3 l NEKT K 
VQ 1330 HI- INT tAOR COL IS) /2S0> : LO-ADR COL 1$ 

J -H 1*2 5 6 

EO 1348 POKE 512,L0JPOKE S13,HIiP0KE S42B 
0,192 

01 1356 POKE 54296,192 

2 0 1300 POKE 959,34 
OA 1370 RETURN 

AR 1300 BAT A 72,152, 72,172,0,6,105,2,6,14 
1,10, 212, 141, 24, 200, 143, 3, 6, 14 1,26, 288 
,230,0,6,239 

EP 1370 DATA 8 , 6 t 1 73 , 8 . « , 285 , 1 , 6 a 14 4 , 5 , 16 
9,0,141,8,6,104,160,104,64 

KF 139 7 REM 

jm i3?o Kf M m i *m:iu: i4.wimi*A'i-Li-w 

KN 137? REM 

MJ 1488 POSITION 2,SS? t2~4) ?■■ 

GZ 1410 GET »1>K 

ZE 1420 IF K>-49 AMD K<"52 THEM NUMPLAYER 

b - K - 4 B : RETURM 
PO 1438 GOTO 1418 
KH 1497 REM 

KB 1478 REM BHABJ W \j t I'M : fill I *■ 
KP 1477 REM 

HM 1588 FOR PLAYER-1 TO HUMP LAYERS 

AG 1518 i -a ; postttor 0,5;' ■■! J^VJ^iM " t PLAY 

ERr-KHIOHEEQ 1 ': POSITION 28,5 
MC 1528 POKE 782, O 
HH 1S30 GET 81,K 

AH 1540 IF CK>-77 AND K<~1£2 OR K=32 OR K 
=4ft3 A KB L<18 THEN 1=L+1 i TEMP* ( L 1 -CHR$ 
CK3 ; f CHRS <K» ; 

TH 15SO IF KH26 AMD L>8 THEN TEMPS (L3 =■■* 
"iL-L-U? CHRSCK3; 

AV 1568 IF K=155 THEN 1575 

RB 1S70 GOTO 1520 

HO 1575 IF 1-0 THEN 1590 

TL 1599 NAMES C t PL AYER-13 *10# 1+ C1R-L3 /2, (P 
LAYEH-13 *10+ ( lO-L* /2 + L» -TEMPS ; POSITION 
20, S;? " 
HN 1578 NEKT PLAYER 3 RETURN 
KJ 1577 REM 

KB 1577 REM 

PH 1008 FOR TURN-i TO 12 

HO 1610 FOR PLAYER-1 TO HUMPLAYERS 

ZA 1628 GOSUB 2 3 OB 

EE 1630 GOSUB 1000 

YG 1648 GOSUB 2LOO 

YH 1650 GOSUB 2288 

GM 1668 HEM T PLAYER 

C J 1670 NEKT TURN 

BJ 1688 RETURN 

KN 1777 REM 

TB 1778 REM ■ I i M JdMtti] *»1 ■ :ttTR» 1 1 W.| Ctl m 

KV 1774 REM 

OH 1000 POSITION 0,5:? "5PHUH3E EI3 RET 
URN" 

CE 1618 POSITION 25,5;' W AME$ t (PLAYER- 1 3 « 

J8+1,PLAYER#103 
TC 1020 FOR X- 1 TO 5 : HOLD CK3 -O : NEKT K 
TH 1030 FOR 60=1 TO 3 
MO 1040 GET til,K 

FU 1050 IF GO- i THEM POSITION 0,5;? "rtf^F 
1 2 3 4 5 * + !G0T0 1878 

continued 
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IK I860 IF K = 155 THEM RETURN 

FR 1.070 IF K> = 49 AND K< = 53 T WE N HD-K <S:H 
OLD CMDJ = HOT t H U L l> I H & J J : POSITION 3*HD* 
3 H 5!? CHRS (32+HOLD (HDJ*184> 

ZL 1880 IF K<>32 THEN 1848 

BO 1890 FOR N=l TO 5 

NT 1988 IF HOLD CN3 ^0 THEN GD3UB 2883 
HH 191.8 NEXT N 
PD 1920 Ht H ! CD 
Bfl L930 RETURN 
KB 1937 REM 

K£ 1993 HEM 

KE 2000 T-IRT (RND (03*63 

Zll 2818 SOUND 0 , 188-T*18 r I h 

GZ 2828 POSITION 4+N*G,2t? F ACE * CT»9+1 , T» 
9 + 33 

Oft 2838 POSITION 4+N*6,3i? FACE* (T»3* 4 , T* 
9 + 63 

AJ 284* POSITION 4 + N*fi r 4E? F AC E * CT«3 + 7 , T*» 
9 + 93 

RD 2438 D1CLIHI-T+1 

HP 2888 SOUND 8,8,8,8 

AV ?O70 RETURN 

KA 2897 HEM 

•CI 2899 REM 

IL 2100 BEST-0 : 

VL 2118 FOP NUH=1 TO 8 

JI 2 lis NUMOF tNUHl 

HP 2138 FOR D- 1 TO 5 

KU 2148J IF RICE CD) —HUM THEN NUMOF (NUK> = NU 

H0FCNUM3+1 
DE 2150 NEXT D 

UP 2168 IF NUMOF (NUM1 >BEST THEN BEST -HUMO 
F THUFI3 

IV 2178 IF NUMOF CNUM»=2 THEN PAIR = 1 
HM 2180 NEXT HUM 
BD 2198 RETURN 
KG 2197 REM 

CT 2198 REM MA 4 ■ ^ijpi^l i <rf J iM iimtili] $m 

KK 2133 REM 

00 2280 FOR CAT~1 TO 12 ! IE SCORE (CAT ,PLfl¥ 

ER3=-1 THEN 2288 

HA 2283 NEHT CRT 

EB 2288 POSITION 1,5:* "3P fij RETURN BUB 

W3" 

UK 2218 CO SUB 240O ! 3CR=AU5CR ! COSUB 2*88 
VU 2220 OLD-CAT I COL ^PCEK f 1536+<+C*T*2> 
JY 2238 POKE 1535 + 8 + £0TltZ,38 
HF 2240 GET »1,K 

EH 2258 IF K=32 THEN C*T=CflT + 1 t SOUHO 8,18 

0-CATK3, 6, 5; POKE 337*0,192 
TO 2260 IF K = 155 THEN POKE 153 6 + 8 + ttL D*Z , C 

OL:P0KE 03760, OtGOSUB 2500: RETURN 
OH 2270 IF CAT-13 THEN CAT"! 

AY 2288 IF SCORE (CAT , PL AYERJ <> -1 THE* CAT 

" C A T + i ; GOTO 2278 
P0 2298 POSITION 37,6+OLD:? " 11 I POKE 183 

G + 0 + OL0-N2, COL 
UM 2235 SOUND 0,O,0,OeC0TO 2210 
KE 2297 HEM 

KH -2299 REM 

UU 2388 SOUND 8,190,18,8 

KY 2 318 FDR OAT-1 TO 12 

RT 2315 IF CRT— O THEN SOUND 0.180,1.0, ft 

KK 2320 SCR-SC0RE(CAT,PLRYER3 

OH 2338 IF SCR = -1 THEH 3CR$ = SOTO 238 

8 

AO 2348 GOSUB 2608 

PE 2358 POSITION 37,6*CAT:? SCR S 

Xfl 2368 NEHT CAT 

HV 2370 SOUND 0,8.8,0 

BH 2300 COSUB 27DO 

BH 2398 RETURN 

KG 2397 REM 

TO 2390 REN MM ■«! f-lWUMW-l il ■ iTBTfTM 

KO 2333 REM 

DM 2408 A0SCR=8 ! IF CAT (7 THEN AUSCR-CAT** 
UHOF f C AT3 

BW 2418 IF CAT>6 AND CAT (18 AND BEST>=CAT 
'5 THEN AWSCR=1B# TCAT-7JW5 



NV 2428 IF CAT=iO AND BEST=3 AND PAIR THE 
N AM SCR -2 5 

NM 2438 IF CAT=11 AND BEST-5 THEN flUSCR=5 
8 

ZY 2448 IF CAT=12 THEH FOR D = i TO 5 : AUSCR 

=AU SCR+DICE CD ) : NEHT 0 

AK 2450 RETURN 

KI 2437 REM 

KO 2499 REM 

AZ 2508 SCORE (CAT, PL A VER3 -AVSCR 

UU 2518 TOTAL CPLAYER3 =TBTAL (PL AYEH* t-fiVSGR 

RZ 2320 GOSUB 2700 

MR 2338 FOR FREQ=68 TO 28 STEP "5 

ZD 2548 SOUND O , FREO , O , 1 4- I HT CFRE 0^18 J 

10 2350 NEHT FREfl ! SOUND 0,8,8,0 

5& 2568 POSITION 8, Sit " BHSEET! 

MU 2578 GET ft 1 , K 
KK 2597 REN 

MM 259fl REM 1>I M JW1 H-I' \~W 

KS 2599 REM 

MO 2880 SCR$z» ":SCft$ I3~LEN <3TR* CSCR) I 3 = 

5TR$ CSCRJ 
OY 2610 POSITION 37,6+CAT!* SCR* 
AS 2520 RETURN 
KM 2697 REM 

SK 2690 REM ■jtfcUT-YlllflU 

KU 2699 REM 

PA 2780 TOTALS- TOTALS <4~LEN (SIRS CTO 

TAL (PLAYER! 333 -5TR$ CTO T AL (PLAYER) 5 
EE 271* POSITION 30,20?? TOTALS 
AU 2728 RETURN 
KO 2797 REM 

KH 2793 REM 

KK 2888 BESTSC=OlMIHHCR=a 

HH 2818 FOR PLAYER=1 TO HUMPL AVERS 

DO 2820 IF TOTAL CPLAYER3 >BESTSC THEN BEST 

SC-TOTAL CP LAYER 3 l HlHHER=PLAYER 
GI 2830 NEHT PLAYER 

FH 2048 POSITIOH 0, Ei? NAM ES C CHIHHEft-U »1 

Btl . WINNER Mlfl 1 ; fHHH " 

AO 2058 POSITIOH 11,0-1 1 "PLAY AGAIN UZLiJ 

•M 

MS 2005 POKE 78-4,255 ! COL "PEEK (7895 : HIJF-1M 

T ECOL/1 63 *J e 
IP 2868 FOR LUH&O TO 14 

KF 2070 5ETCOL0B 1 , HUE , LUM : SOUND O f LUM»5, 
18,8 

KO 2088 IF PEEK (7641 -255 THEN NEHT LUMiGO 
TO 2868 

01 2098 GET HI , YN l POKE 709 , COL t SOUND 0,0, 
8,81? »f 

" [ RETURN 

KQ 2897 REM 

ec 2330 rem Ma — m tM4U imn mm 

KV 2899 REM 

GV 2*00 POKE 188, PEEK C1853 ~4 
OD 2918 RAMSET— PEEK (1063*2 56 
SU 2928 GRAPHICS O 5 POKE 559,0 
ZO 2930 DIM RELOCATE* C34> 
SO 2940 RESTORE 2900 

KM 2950 FOR K=l TO 34; READ A ; RELOCATE 3 IX , 

N)-CHR$(A3 IMINT K 
VI 2300 A = USR (ADR CRELOCATEf 3 , RAHSETJ 
00 2978 POKE 756, PECK (1063 1 RETURN 
ZA 2380 DATA 104,104,133,287,104,133,205, 

109, 0 , 133, 204 , 169,2 24, 133 , 286, 162 , 4, 16 

O r 8, 177, 204, 145, 286, 136, 200 
AL 2930 DATA 243,230,200,230,287,282,200, 

242, 90 
KS 2997 REM 

KF 2996 REM l^lfl Jari^rflMT-TAi 

LA 2999 REM 

JS 3000 RESTORE 3038 

HO 3810 FOR X=0 TO IS ! READ A E POKE RAMSET+ 

X2 + K , A i HEKT H 
AH 3820 RETURK 

EO 3030 DATA 170,178,178,170,178,170,170, 
178 

HT 3040 DATA 170,170,198.190,150,190,178, 
178 
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FUN SCHOOL 4 
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Kiddies everywhere (and, lets face it, a few mums end 
dads; wiJJ be eagerly awaiting the next instalment in the 
Fun School series which should be in the shops round 
about now (scheduled for fate October release). 

Old favourites Teddy and Freddy the Frog are back in 
the Under Fives and 5 to 7s but there has been major 
ructions in the S to lis with Robbie the Robot ousted in 
favour of Sammy the Spy. Apparently Sammy has more 
'street cred'} Sammy wilt be found zipping around the 
world for geography and history lessons as weli as 
staying at home for maths, general knowledge and 
timetables. 

Teddy is getting right up to date (cool, my man!) with 
Reeboks and baseball cap as he cavorts around with art, 
maths , words, karaoke (can you stand ft?) and more. 
Just imagine, hundreds of toddlers crooning 'My Way'l 

Freddy the Frog witl entertain the 5 to 7s with his 
skateboard covering sequences, maths, word sorting 
and others including a typing tutor to help with computer 
literacy. Freddy comes fully animated including belly 
Hops into a pool from a high diving board! 

Look out for Fun School 4, Seems to be another 
winner. 



uy a box o 



All pictures from FUN SCHOOL 4 for 5 to 7s 
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John S Davison 
tries a Midi program 

intended as an 
educational tool but 
which has other uses 



One of the more unusual pieces of ST MIDI 
software Pve come across recently is MIDIA 
From C-t^ib. producers of the world famous 
Noiator sequencer and music publishing pack- 
age. MIDI A was originally conceived as an edu- 
cational program, but it's also found wide use as a MIDI 
analysis tool. Its purpose is to open up the mysteries of MIDI, 
giving tin- user a dear insight into the meaning of all those 
bits and bytes that go whizzing up and down the MIDI cables 
between an ST and any attached MIDI device. It runs on any 
ST(E|. but requires a high resolution monochrome monitor 
and attached MIDI device, ideally a keyboard synthesiser. 

Basically, it's a monitoring program, it sils in your ST 
waiting for MIDI data to arrive via the STs MIDI IN port, 
Licm-rak-d by (be aUacbed MIDI keyboard. On detecting the 
data, MIDIA immediately displays it on Lhe screen ay a list of 
MIDI commands. But instead of the usual incomprehensible 
stream of numeric gobbledegook it translates each individual 
MIDI event Into English, displayed on its own line in the list. 
You can still see that numeric data, but alongside you're 
shown exactly what it means, 

SCROLLING DATA 

A MIDI keyboard ran produce huge quantities of YIN H data 
in a short time, particularly if you use certain controllers, 
such as pitch bend, modulation, or aftertouch. For instance, 
in one short session 1 generaled aboul 10,000 MIDI com 
mandsl Obviously, this volume of data won't fit onto one 
screen, so MIDIA uses a scrolling system to allow you to 
quickly move back and forth lb rough 14 a 1 will. Want lo know 
more about a particular event in the list? Just click on it, and 
a detailed explanation appears in a window below. Wonderful 
stufll 

You can also "thin out" the data to make it easier to 
understand, by filtering out MIDI commands in which you're 
not interested. Individual Biter buttons remove Note On. Note 
Off, Aftertouch, Pitch Bend. Controller, Program Change, and 
System messages - singly or in any combination. They're run 
erased from the input buffer, just removed from the display, 
so you can easily view them again If required. You can also 
filler various events completely from the input stream. So 
they never get into the list at all. 

MIDIA will even handle System Exclusive data, possibly one 
of the most difficult areas of MIDI to understand. For inst- 
ance you can upload voice patch data from the synth. inspect 
it, and save 11 away oil disk for later reloading and download 
ing lo the synth again. If you're very brave you can even edit 
the dala firsl, bnt I his needs a detailed understanding of 
you r synt h 's System Exclu si ve du mp layoi it. MIDIA nni'i 
help here, as dumps are different for each model of synth. 
Details arc usually available in die synth's instruction 
manual. 




'Die botlom third of the screen contains a whole bunch of 
icons representing all the main controllers found on a MIDI 
keyboard. These include the keyboard itself, pitch wheel, mod- 
ulation wheel, aftertouch, sustain pedal, volume pedal, etc. As 
you operate each controller on the keyboard you see its icon on 
the screen react accordingly. Play the keyboard and the 
appropriate keys on the onscreen MIDI keyboard get highlight- 
ed. Operate the pitch wheel, and Its Icon moves similarly! It's 
possible to allocate your choice of controller lype to individual 
icons, so you can customise the display however you wish. 

WORKS BOTH WAYS! 

Now for the clever bit! The program works in the reverse sense 
loo. You can replay the event list over MIDI in del ermine its 
effect on the synth /keyboard. You can also operate the icons 
In real-time with the mouse - click on the MIDI keyboards keys 
and the notes play on your synth. Click on lhe sustain pedal, 
and notes played on the real keyboard will now sustain! It's 
great for trying out the effect ol accessory controllers you 
haven't bought yet. such as that sustain pedal. These actions 
can also optionally generate MIDI data and place it in the event 
list, as if produced by a real MTDI keyboard. The event list can 
also be edited, so you can add, delete, and change data as 
required, with a built-in calculator available to help you if 
needed. 

As you'd expect with a C-Lab product, MIDIA does everything 
it s supposed to do without fuss or hassle. It's a real profes- 
sional piece of software , and this is reflected in its price of 
around £67 (cheaper If you shop around). You gel your 
money's worth though, whether you're a beginner who simply 
wants to understand the intricacies of MIDI or an expert who 
needs a good MIDI analysis and faultfinding tool. II you're 
serious about MIDI this program makes a worthwhile addition 
to your software toolkit, 
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EDUCATION 



JUNIOR TYPIST 



A— r 
more widespread in ev- 
eryday life the ability to 
use a computer keyboard is be- 
coming more important. Most 
people get by with the old 'nun I 
and peck' system of typing, and 
while this may be OK for occa- 
sional keyboard use. It's totally 
inadequate if you need to key in 
large quantities of data or text. 
The answer is to learn to touch 
type, or at least to use the right 
fingers to press the keys. 
1 suspect that, as With a piano 
keyboard, the earlier you start 
learning the easier it is. School Software 
must think along the same lines, as 
they've now added Junior Typist to their 
last expanding range of educational prog- 
rams for the ST, [t's designed to teach 
the basic elements of touch typing to 
children In the 4 to 10 years age group, 
but there's no reason why adults 
shouldn't use it too. it doesn't aim to 
produce expert touch typists overnight, 
but rather to ensure users start off in the 
right way. Those interested in fully de- 
veloping their skills can then go on to 
more advanced forms of tuition else- 
where 

The program has five major functional 
areas. These consist of basic onscreen 
program operating instructions: a short 
tutorial on basic keyboard skills: a typing 
game; several typing/ spelling games; and 
a typewriter mode. Program control las 
opposed to typing practice) is mainly by 
function keys or mouse, making it ex- 
tremely easy to use. No manual was sup 
plied Willi the review copy, and wasn't 
really needed. 

The tutorial shows you the main body of 
the ST keyboard, i,e. the typewriter" part 
only, without function keys* cursor 



*rwS prtu irtlumli #u>r# veur printfr 




Title; 


JUNIOR TYPIST 


Publisher: 


School Software 


Price: 


£16.95 




John $ Davison 



block, or numeric pad. Using some neat 
graphics with good use of colour It then 
explains Oie use of "home keys', and 
which keys to operate with which finger 
on each hand. II would have been useful 
if the package included a version of this 
In reference card form. 
At each stage the program provides 
appropriate examples for you to type: 
first single letters, then small phrases 
and sentences. As you type it checks 
your accuracy, telling you the number of 
correct and incorrect keystrokes made. 
When typing complete sentences it also 
tells you your typing speed in words per 
minute. 

Speed and accuracy can be developed 
by playing the arcade game. Words fall 
from the top of the screen and you have 
to correctly type (hem to zap them before 
they hit the bottom - Just as In some of 
the 8-blt typing tutors of oldT Points are 
awarded depending on how quickly you 
zap each word. A life is lost for each word 
reaching the bottom, and three lost tlvrs 
ends the game. To encourage improved 
typing performance a record of the ses- 
sion's high score Is kept. You can set 
eight levels of difficulty, with higher 
levels using longer words and faster ac- 
tion. Each level usually begins with slow 
moving single words, and as play con- 
tinues the action gets faster and multiple 
words appear onscreen. 

The program also includes three simple 
typing and spelling games, called Words > 
Sentences, and Typing respectively. Diffi- 
culty levels of each may be varied by 



setting Beginner or Advanced 
mode; Increasing the number of 
quest inns in a s^.; 1 1 1 1< ■ : and 
changing the time limit where 
appropriate. 

"Words' flashes a word on the 
screen Ibr a predefined lime 
period, when the player must 
memorise it, and then type it in 
after it disappears. Points are 
awarded for accuracy, and 
bonus points may be earned for 
solving the anagrams occasion- 
ally presented along the way. 
"Sentences' is a rerun of the 
exercises from the luluriul. dts 
playing sentences on the screen which 
then have to be typed in. Mistakes art- 
tracked and typing speed shown. 
Finally , Typing" displays individual 
words on the screen and invites you to 
type the]]] in. It also shows you a dia- 
gram of the keyboard ind i rating the key 
you need to press next. It won't let you 
press an Incorrect key, so it's ideal for 
the raw beginner, especially young chil- 
dren. Typing speed is shown at the end of 
a game. 

It's nice to see the results of your typing 
on paper, so Junior Typist can make 
your computer and printer emulate a 
simple electronic typewriter! This permits 
you to key in a line of text and have it 
printed as soon as you hit the Return 
key. The advantage of this Is It allows 
users to actually print out what they type 
without the need to get involved with 
word processing programs - another 
thoughtful touch with young children In 
mind. 

Overall, I think Junior Typist is excel- 
lent, and properly used really could give 
youngsters a good start In acquiring 
touch typing skills. Adult supervision will 
probably be necessary though, as the 
kids may succumb to the temptation of 
playing the games purely for high scores, 
disregarding everything they've learned 
about home keys and correct key finger- 
ing! But even if they do h they'll still be 
gaining in general experience and famil- 
iarity with the keyboard* which is a good 
thing in itself 
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WORLD 



Businesses rely on it. Lives can de- 
pend on it. Computers are desig 
ned to store, retrieve, display, cal- 
culate, print, use and represent it in what- 
ever format life require. Yes, information 
i.s a waluahU 1 resource! Di'veloprncnts in 
in formation technology tiave meant thai a 
huge amount information is now in- 
stantly available to whoever requires It, 
i whenever and wherever it is needed. 
However, quality information is often only 
obtainalAe at a price, Communicating 
with on line information systems is cut 
expensive hobby, and even buying a few 
books or magazines each month can leave 
a noticeable void in your wallet. So what 
does the public domain have to offer? 



STARTING 
OUT 

Inevitably most of the information found 
in public domain libraries Is aimed speci- 
fically at computer users. Several disks 
conlain articles reproduced from US 
computing publications, such as Cur 
rent Notes'. For exumplr. STARTING 
BLOCK (so titled because many of I he 
articles were originally printed In a regu- 
lar column oi "the same name) is a huge 
collection of text flies to help you get the 
most on I of your ST. A neat utility called 
Header 2.2 is provided s<i \ou i;ni lin k 
backwards and forwards through the 
screens, quickly and easily, By pressing 
a couple of keys you can have the output 
directed to a printer. The range of topics 
covered is vast so whatever application 
you have for your romputer, there is 
bound to be something of interest. The 
subjects are as diverse as "XL/ ST file 
transfers', "What to do if your computer 
get a virus' and Computer Shopping', 
There's a stack of information on hard 
disks phis articles ahout modems, 
spreadsheets, word processors, lan- 
. the list goes on and on! 
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FOR THE PROS 

To meet the requirements of serious 
programmers. Current Notes have 
gathered together a serious of articles 
posted by Antic onto Compuserve dealing 
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with the internal secrets 
of the STs GEM interlace. 
PROFESSIONAL GEM 1 

and 2 are packed full of 
text and C source code ex- 
amples written by a pro- 
fessional programmer who 
obviously knows what he's 
talking about. The two 
disks form a complete re- 
ference collection that will 
teach you everything 
about GKM from creating 
windows, building re- 
source files and dealing 
with VDI graphics to in- 
sider's 'hints and hacks', user interfaces 
and coping with GemDos. The same in- 
formation In printed form would cost you 
a great deal of money, so these disks are 
a genuine bargain! 

Budgie UK have released a quick refer- 
ence guide for ST programmers. The ST- 
68K REFERENCE V3.0 mn1:iins over 
250Kb of info on all areas of ST program- 
ming. Bios, Xblos. GemDos, AES. VDI 
.and Line- A routines are all described - if 
you haven't a clue whul Itiesc mean then 
grab a copy of the guide and find outT 
Other aspects of the STs internals, such 
as the b'8000 microprocessor and the 
Yamaha sound chip, are also discussed. 
A fairly basic - though not Basic(slc) 
program Is provided to allow rapid inter- 
rogation of the data, Uy double clicking 
on major subject headings you can locate 
the information you need without having 
to wade through pair's \ ti unrelated text, 
If you are at all interested in ST program 
mfng, this Is a disk you do not want to be 
without! 



ARE YOU NUTS? 

Anyway, that's quite enough of the 
Ki.-riims stuff! A couple oi disks worth 
checking out if your sense of humour is 
up io the challenge, are NUTWORKS 1 
and Its companion NUTWORK5 2 {nice 
and easy to remember! I- Inese disks con- 
tain a weird collection of on-line maga- 
zines which apparently originate from a 
bulletin board in tin- IJuiird Stales. Tin- 
text Files are a mixture of jokes, stories, 
strange anecdotes, poems, alternative 
lyrics and probably just about 
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anything else that was submitted to the 
editors! You can ponder over the philo- 
sophical jottings (quote: time exists so 
thai every tiling doesn't happen at once') 
and chuckle at the real life' humour 
(quote from genuine insurance claim: 
The guy was all over the road. I had to 
swerve several times before 1 hit him!'). 
Some of the humour Is definitely alterna- 
tive' but you are sure to have a Laugh 
somewhere along the line. 



A POLICE 
BOX? 

It you needed to consult a detailed list- 
ing of Dr. Who episodes, where's the first 
place you would look? If it isn't the public 
domain you'd be missing out on an 
amazing array of useless information! 
THE COMPLETE DR. WHO AND 
OTHERS features an incredible amount 
of data about the series scripts, au- 
thors, titles and other facts, not to men- 
tion a knitting pattern for Tom Baker s 
(the only REAL Dr. Who?) scarft Else- 
where on this disk you'll find another 
batch ol computer inspired humour, a 
story about a fictitious land and a num- 
ber of unusual pictures constructed 
using ASCII characters - obviously from 
the wonderful world of College maln- 
framesl 

Computer games can be frustrating at 
the best of times, especially so when you 
haven't got a clue what to do next! For- 
tunately the public domain can come to 
the rescue. If you're an adventure addict 
who doesn't haven't the time or inclina- 
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tion to work them aJl out. you'll appreci- 
ate the wealth of Information contained 
111 ADVENTURE SOLUTIONS 1 and 2 
(isn't it strange how all the info disks 
seem to come in pairs!). The files on 
these two disks reveal the secrets of over 
fifty popular adventures and they can be 
used to provide hints as needed or to 
obtain I he entire solutions. If you are 
stuck on Dungeon Master. DUNGEON 
MASTER HELP will give you the break- 
through you need. This one presents de- 
tailed maps of all fourteen Dungeon Mas- 
ter levels as a continuous slide show, 
there are also charts of the spells and 
many other tips to guide you through the 
trickiest parts of this ST classic. 

PAPERLESS 
MAGAZINES 

Disk magazines are always a useful 
source of information, and tliey are 
usually entertaining too. One of the mosl 
popular mags - ST News - vanished some 
time ago and everyone thought it was 
gone for good but now it seems to he 
back! ST NEWS 6.2. dated August 1991. 
was recently added to the library'. As al 
ways ST News is packed with dozens of 
articles , facts, hints and reviews. In par 
tlcular there are solutions to Leisure Suit 
I -any II and Wonderland, plus reviews of 
Gods, lemmings, Llamatron, Superbasc 
Pro and AT Speed. There are also some 
bonus flies on the disk including the 
quick-boot utility Pinhead, an improved 
version of the compression program 
Pack |ir and n E J D offering From GrJbnif 
(publishers of Neodesk} to replace and 
enhance those normally boring GEM di- 
alog boxes! 

The Lost Boys, meanwhile* continue to 
issue their Maggie' disks - believe it or 
not, they've already made It up to issue 
7,0! There's not a lot I can say about 
Maggie 1h;i( husn'l hren said before 
once you're familiar with the format, 
you'll know precisely what to expect' As 
well as plenty of excellent graphics and 
music (as per usual) there are some very 
worthwhile extras on MAGGIE 7.0. such 
as a demo version of the 'Professional 
Virus Killer' which can recognise almost 
five hundred boot sectors. Another prog- 
ram claims to modify certain demos so 
they'll run on the STE. I wonder if it 
works? Not to he nut -done, The Un- 
touchables' have been busy proriuring 
disk mags of their own and their second 
rcl y -i s se THE UNTOUCHABLES DISK 
MAG 2 - is definilely worth investigating. 
There is a LOT of help here on ST games, 
a number of software reviews and some 
articles for programmers. Be warned that 
If you intend to read everything In these 
mags you are going to be up for a LONG 
time! 
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THE CATALOG 

Since we re on the subject of info, a brief 
reminder that if you want to view the 
exact contents of all the latest additions 
to 11k- Page 6 library land (lit 1 many other 
disks loo), you can do one of two things: 
You can buy them all, nr ;illrn i;il w rl\ 
you can send for a copy of i he Page 6 
Catalog Disk! As well as all the necessary 
data this includes a utility that will en- 



able you to to search for specific informa- 
tion using wild cards, so the details you 
require are instantly at your fingertips. If 
you return your Catalog Disk when 
buying other software, you can also have 
an update for free! 
That's it for another issue. If you're an 
artistic type (and also if you're not!) tune 
In to PD World In a couple of months, 
when the topic for discussion will be 
computer graphics, I hope you have a fun 
Christmas - see you next year! 



HOW TO GET THEM 



All et the dlskt featured In PD World are -available trom the PAGE 6 ST library. Each has a unique reference code 
which you fhoutd use Wtten ortftrthg Or making enquiries, Please contact PAGE S if you don't have a copy of 
their Accessory Shop leaflet? and c-wk ih* system requirements tor each disk THE PAGE 6 CATALOG DISK 
containing a lull fist ol disk names tmd contents is avertable hem the tibrary, priced at C1 The disks relerred to 
in this article are: 



$T?7 PROFESSIONAL GEM 1 

ST78 PROFESSIONAL GEM 2 

STH6 NUTWORKS 1 

ST117 NETWORKS 2 

ST136 DUNGEON MASTER HELP 

ST143 ADVENTURE SOLUTIONS 1 

$ T222 A OVENTURE SOL UTIONS 2 



ST32C THE COMPLETE OR. WHO AND OTHERS 
ST4S0STA RUNG BLOK 
STS4B ST NEWS 6.2 

ST364 THE UNTOUCHABLES DISK MAG 2 
ST-WK REFERENCE GiHDE VI 0 
MAGGIE 73 



Prices for standard disks are £2.8$ each or £2.$Q each tor ten or more 
Write to PAGE 6, P.O. Box 54 r Stafford, ST16 tDP 
Telephone 07B5 2J392B or FAX 0?8$ $4$$$ with credit card orders 
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CRIMEWATCH? 

MUGSHOT 



This is a strange piece of 
sy(l wart-. My initial im- 
pression was that It 
looked like* a great deal of fun, 
Indeed the manual says "'Wel- 
come lo Mii(* Shoi! More fun 
than a barrel of rhesus -piecest". 
Unfortunately, this sort of overly 
elever second-hand <'ar sales- 
man allitude prcvailsthronghoul 
the manual. Undaunted I inser- 
ted and registered the disk, 
which means an Inslalhprg has 
to he run first. [ was requested 
to type my name in so that (lie 
disk could save lt and display 
this as my ropy. A novel way to 
deter pirates, although this does not 
affect any backing up or copying which 
Is good and seems to owe much to (he IK' 
world of licences, I was then allowed to 
create my hack up or working copies and 
thence try the program, 
Miifj Shot could he described as an art 

program, and my initial enthusiasm grew 

at the prospect of editing laces that I 
eould print on a printer. The idea seemed 
good and once I deciphered the control 
system f was presented Willi ;i while win 
dow on to which I could place the out 
lines of eyes, chins, hairlines, ears and 
wrinkles by clicking with the mouse. 11 
was in fact just like Ihc Mug shot books 
so beloved of American police shows. 
The software comes with two sets o| 
outlines 'Famous' and Tunes 1 , It seemed 
that 'Famous' uses outlines from various 
real personalities and 'Tunes' was no- 
thing musical at all but a cute way of 
spelling toons or cartoon like outlines. 
The package comes with its own art edi- 
tor, a fairly basic line drawing and tilling 
package which will allow the user to add 
to existing pictures or draw entirely new 
ones. The outcome can be saved In sever- 
al ways with various extenders. ,MGS for 
Internal program liking. .MHO whirh 
allows for positional cross screen mode 
saving, or .IMG format and .P12 or PI3 for 
Degas compatibility. These latter options 
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allow images to be loaded Into other 
programs. Just why I his should be desir- 
able escaped me for some time and dur- 
ing Ihe review period I found my initial 
enthusiasm waning, Indeed on showing 
(he program and output to a cynical Mr*, 
Vtopp the question "Yes but what do yon 
do with it now" was left unanswered. 

One of my more arl skilled friends ex- 
plained she could do the same better and 
quicker with a pencil and I began lo won- 
der about the use of this package beyond 
idle fun. It fell iu between two stools - not 
a drawing package of any note since the 
tools are far mo^e editorial than creative 
and not really t tverse enough to sustain 
long term interest as a fun' program. 

I had at this stage |ust decided Ihc soft- 
ware was for consigning to the miscel- 
laneous oddities bin when, owing 1o a 
pl.iv b\ mail t Hininittuent. I had to pro 
dure a small document showing the 
faces of a couple of a group of notorious 
HiarachTK. \ thought ihe only quick way 
out of this was lo DTP a sheet in Time- 
works via the AT emulator (yes I am 
aware that there are ST versions but this 
is an old Inversion I picked up cheap 
and second hand). I had no arl tools for 
this sort of facial clip art though, so off 
went the emulator. In went Mugshol and 



will tin five minutes I had ere- 

gated and saved two IMG files 
that did indeed port into Time- 
works. The two pictures were 
absorbed with no problem at all. 
T then discovered that Ihe ^"M 
ware could create other small 
pictures and thus I had found a 
simple clip art creator to per- 
sonalise documents el al. 
This revelation sent me scur- 
rying away to try Ihe other 
modes and I made the discovery' 
I hat, despite my total lack of 
artistic skill. It was possible to 
use the polygon line and spray 
options to produce acceptable 
simple shapes, ] was disappointed to find 
that the editor would not allow me to 
load IMG files or that MUG SHOT itself 
would not allow the re-introduction of 
IMG files but, despite this. I found Mug- 
shot to be quite a useful piece of cross 
marhinery art software. 

In conc lusion 1 have lo say that, unless 
(here is a speeifie purpose for ibis pack- 
age iti Ihc mind of the purchaser, then 
thought will be needed before purchase 
but il dors offer a cheapish way into a 
drawing package and il is fun, at least for 
a while. 

• VERDICT Realty quite fun for a short 
period although its longevity will hi 1 
dependent on the use it con be put to. 
good value drawing set though. 

Hits sqftwure in available in th UK from 
Gralin International 
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ADVENTURE 







MONKEY ISLAND 



GKfwYP Go out aiul buy it immedi- 
ately! (As long as you have a 
megabyte of memory and a dou- 
ble- sided diskette drive!) 
This Is what graphics adventures 
should always have been like - great 
graphics, superb an I mat foil, easy to use 
Interfaces, puzzles and humour galore, 
romance* adventure, horror, everything] 
As Guybrush Threepwood |yes H [ know 
the name stinks - but it is the only bad 
thing about the game!) you fall madly in 
love with the beautiful governor of Melee 
Island while trying to become a pirate. 
Sadly your love Is kidnapped by a ghostly 
pirate and you must find a way to reach 
the mysterious Monkey Island in order to 
rescue her from her supernatural suitor. 

The mouse Interface is excellent. A verb 
list on I he lower left allows you to in 
teract With items in the picture or with 
your scrolling inventory list in the lower 
right. Hie verb list is a little- L i 1 1 l i 1 ■ ■< I c ;ms 
ing occasional frustration - but USE 
tends to cover most of the missing verbs 
so it works quite well really. This is sup 
p lenient ed by the fact that the system 
remembers the last verb you used (on the 
left button) and offers the most likely 
verb you might wish to use with an ob 
Ject {on the right button) so that many 
commands can be issued Just with one 
point and click. Alternatively you can use 
the first letter of the verb on the 
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MONKEY ISLAND 
Publisher: Lucasfilms 
Price: £25.99 
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keyboard then click 
on the target object 
with the mouse. I 
wish other games put 
as much thought into 
their ergonomics as 
Ihis! 

Another delight is 
the fact that it is 
practically impossi- 
ble to die? At one 
point you may Ihink 
you have died as you 
fall off a crumbling 
cliff top and a Sierra- 
sty le Re Marl / lit -store 
box appears on the screen - bin this 
fades after a few seconds as you soar 
back onto the screen, apparently saved 
from death by an amazing stroke of luck 
and a strategically placed rubber tree! 
You may still need to restart occasionally 
if you misuse a crucial item, but It is a 
nmrh rarer requirement than in moat 
games - you may not find the solutions 
Immediately, but you will be hard pushed 
to get yourself into a situation from 
which you cannot continue. This is user- 
frlendliness at Its best. 
Once you have located certain places on 
the overview map you earl travel to them 
immediately by a simple point and click, 
so you don't need many maps or notes. 
You don't need lo remember things to say 
to people as each time you start a 
conversation you arc offered a list of 
suitable phrases to use. I only made 
about two pages of notes for the 
w r hole game. 
Many of the puzzles are fairly 
straightforward and typical of this 
sort of animaled adventure, but the 
graphics and text are packed lull ol 
humour and it is great fun to play. 
There are also a few very clever puz- 
zles (and a couple of slightly 
obscure ones!) to keep you on your 
toes. The method they have Imple 
mented for sword- fighting, for exam- 
ple, Is brilliant, but I won t spoil 
your Fun by saying any more. 
As with any graphics adventure you will 
have pauses often to fifteen seconds for 
diskette loads, but they cram a lot into 
each l(Kid so it is worth the wait. (Even 
better If you have a hard disk!| Although 
there are four diskettes you don't have lo 
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change diskettes 1<kj often as the game Is 
broken into chapters. Chapter One takes 
place on Melee Island as you follow up 
three quests given to you by the pirate 
leaders in order to prove yourself good 
enough to be a pirate yourself. Kven 
though you eventually succeed In your 
quests you soon get side tracked into 
trying to buy a ship and recruit a crew so 
I hat you can sail off to Monkey Island to 
find your true love. 

Chapter Two is quite short the voyage 
to Monkey Island, complicated by the 
fact that you haven't the slightest Idea 
where it ist Certain hints soon lead you 
to believe that there must be some magic 
involved somewhere! 

Chapter Three finally takes place on 
Monkey Island as you search loi Us see 
rets, aided and abetted by the local can- 
nibals, a marooned sailor, and, of course, 
the odd monkey! 

Chapter Four is, hopefully, a happy en- 
ding - as long as you can work oui how 
to defeat the ghostly pirate despite the 
fact that you have managed to lose the 
only weapon which will work against 
him! 

• SIGHT &L SOUND Lofs of happy 
tunes, plus a few sound effects 

• GAMEPLAY - Fun and easy to play, 
excellently designed 

• VERDICT - Thoroughly recommended! 
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MPLE THIS 



In the fourth part of this series 
John S Davison turns his eye, and 
keyboard, to the more professional 
end of the home market 



As promised in the Last issue we'll 
be looking mainly at Microdeals 
lop-ol-the range Replay Profes- 
sional sampling package this time. 1 also 
wanted to cover their exciting new Stereo 
Replay package, but the review copy ar- 
rived loo late for inclusion here. However. 
Iron i the quick look IVe had I'd say it's a 
real winner, and at £89.95 well worth the 
£10 extra H costs over the old Replay -8 
package price. Full details next time - 
meanwhile back to Replay I Professional. 
At £129.95 Replay Professional costs a 
lot more than other samplers we've ex- 
amined, but then it does oiler more. It 
contains the sampling cartridge: three 
disks of software including the Replay 
} Professional sample editing program: the 
Drumbeat Professional drum machine 
program; and the MIDIPlay Professional 
keyboard emulator. Three user manuals 
are supplied, which although rather 
shoddily presented seem adequaie for 
their purpose. All the software runs in 
medium or high resolution on 
52ftST/STK's and up. but larger memory 
allows you to belter exploit Us facilities 
via higher sampling rates, longer sam- 
ples, or more samples in memory at 
once. 

The cartridge looks externally identical 
to the Replay-8 cartridge discussed last 
time. It still uses 8-bit resolution for re- 
cording, but now replays samples using 
12-blt resolution, which does seem to 
improve the subjec tive sound quality a 
little. It has phono sockets for sample 
signal input and direct sample playback 
via a separate amplifier le.g^ your hi-fi). 
The sample editor program is virtually 
Identical to that in Replay-8. The only 
difference I could find was in the area of 



digital liltering, which now has fast and 
"slow" filtering algorithms and a variable 
bandwidth facility. Other features are as 
described last time, but I'll briefly sum- 
marise them anyway 
Firstly, It records and replays samples 
at rates from 55kl-bi to 48kHz. You can 
then selectively cut. paste, copy, repeat, 
or delete parts of a sample: or reverse it , 
insert other samples into it, and super- 
impose other samples over It You can 



also fade samples 
in/out. add spe- 
cial effects such 
as reverb, echo, 
tremolo, or flange; 
or digitally filter 
them in many dif- 
ferent ways. Real- 
time oscilloscope 
and spectrum 
analyser displays 
help you make 
good quality re- 
cordings, and 3D 
Fast Fourier 
Transform and fil- 
ter response dis- 
plays assist with any digital Ottering ex- 
periments you want to perform. Facilities 
are also provided for looping: samples - 
repeated replay of a chosen internal sec- 
tion of the sample to give a long sus- 
tained effect from a short sample. Up to 
ten samples can be assigned to the STs 
function keys, allowing you to quickly 
switch from one to another. Samples can 
be played monophonically (i.e. single 
voice only) from an attached Mini 
keyboard, but for serious MIDI use you 
need the polyphonk MIDIPlay program, 
which I'll describe shortly. 



As expected, Replay-8 s Drumbeat prog- 
ram has also been been upgraded to 
"Professional" status. Again, it's not im- 
mediately obvious what's changed, as It's 
very similar to the Replay-8 version ll 
can load a drum kit of up to 15 different 
samples: define up to 50 different rhythm 
patterns each of up to 32 steps which 
play this kit : then sequence these pat 
tems together into a song of up to 100 
pattern entries. Up to 10 songs can be 
held in memory at once. It synchronises 
with incoming MIDI clock signals or 
sends out MIDI clock signals to drive 
other MIDI equipment, and can also 
transmit MIDI note /channel /velocity in- 
formation and hence drive other external 
MIDI sound sotirecs. The big difference is 
that it can now play four samples simul- 
taneously instead of twol And most im- 
portant ly. it s capable of impressive 
sound quality, as shown by the demo 
sequence provided. It works ONLY via an 




external amplifier - no TV /monitor out 
put option is provided, 

MIDIPLAY 
PROFESSIONAL 

The major software extra you get with 
this package is the MIDIPlay Professional 
program, Basically, it turns your ST into 
a polyphonic sample player module, 
which can be driven either by an 
attached MIDI keyboard or from an exter- 
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nal MIDI sequencer. It can Load up to 128 
samples (memory permitting!], allowing a 
dLfferenl sample u\ be assigned to each 
MIDI note! Alternatively land more likely!) 
fewer samples may be loaded and each 
one assigned to any single key or range of 
keys, allowing the triggering of individual 
samples or the ability to play them at 
different pitches. 

Like Drumbeat Professional MIDI Play 
has lour "voices" it's four note poly pho- 
nic /mult itimbral - a big improvement on 
the simple MIDI facilities In the editor 
program. Again, playback is ONLY 
through an external amplifier 

The voices can be tweaked in various 
ways before use. For instance you can 
adjust the volume of each so they're cor- 
rectly balanced against each other. 
Voices may also be individually tuned, 
octaves changed, and the normal semi- 
tone Intervals between notes in a scale 
modified for special purposes. As in the 
editor, sample looping points can be set, 
allowing a sampled sound to continuous- 
ly play for as long as you depress its 
triggering key on the MIDI keyboard. 

On the MIDI front it's possible to specify 
the MIDI channel Is) to which the prog- 
nim will respond; to switch in a soft MIDI 
THRU function (allowing interconnection 
with other MIDI sound sources in your 
setup): and to set the sensitivity of the 
voices to incoming MIDI pitch bend 
messages. 

I'm using MIDlPlay with my Yamaha Y5- 
200 and PSS-680 MIDI keyboards and it 
works extremely well, producing some 
nice sounds - assuming you've made 
some good quality samples to start with! 
My only real criticism is that four voices 
still isn't quite enough for solo live play- 
ing - eight notes being a more realistic 
minimum, Even so, it's infinitely better 
than the single voice capability of Replay-8. 

I've also successfully driven MIDlPlay 
from i be onboard sequencers In the YS- 
200 and PSS-680. just as you would any 
standalone sampler module. And how 
about this - I even tried connecting my 
old 520STM (running the Steinberg 
Twelve sequencer) direct to the STE (run- 
ning MIDlPlay) via MIDI, and witnessed 
the astonishing sight and sound of the 
STM playing musical sequences using 
sounds generated by the STE. Just think 
of the new possibilities this opens up! 

Despite its name and undoubted good 
performance. I still wouldn't class Replay 
Professional as a truly "professional" 
sampler, as like all the previous products 
we've examined its hardware still uses 
8-bit resolution. Today's professional re- 
cording musicians demand instruments 
capable of matching CD quality, and it 
takes a minimum of 16 bits to achieve 



acceptable levels 
of distortion and 
signal-to-noise 
ratio, as dis- 
cussed In earlier 
articles. 8- bit 
technology Just 
can't hack it. 

Replay Profes- 
sional is relatively 
straightforward to 
use after a little 
practice, and as 
with all these 
sampler packages 
1 found it great 

fun too. At first I wondered if it really 
offered enough over Replay ft to warrant 
spending the extra £50, but now I'm tot- 
ally sold on it! If you want a high quality 
sari n rter wit li bags of flexibility to use 
with other MIDI equipment, this is the 
one to go lor. You'll need plenty of mem 
ory to fully exploit it though. 

SAMPLER 
FODDER 



One topic I haven't covered vH is WHAT 
to sample and WHERE to And suitable 
material ! Well, you can sample and use 
literally any audible sound, The trick Is 
then to find a musically valid use for it! 
In their search for something different" 
professional:-, sample the most unlikely 
sounds, especially for rhythm tracks. Re- 
cently I heard of someone using the the 
thud of a snowball smashing into a wall 
as a "drum " sound in a rhythm mix! So - 
if it sounds OK, it's valid! 

Serious samplists |lf that's the right 
word] sample all their sounds "live" - if 
they want a saxophone sound they get 
someone to play one while they sample 
each note. Others just lift sounds from 
existing commercial recordings, then dis- 
guise them by editing, filtering, and 
adding special effects. Strictly speaking 
though, this is illegal as ii virtually al- 
ways infringes another musician's copyr- 
ight. 

When looking for samples you can save 
yourself a lot of lime and hassle by using 
a "sampler CD". These are CD's specially 
recorded for use with samplers, each one 
containing hundreds of different sound 
snippets siiuile rmles. chords, riffo. 
drumbeats, etc. performed on different 
instruments. Each sound is cleanly sepa 
rated from the others to facilitate sam- 
pling, and sound quality is usually top 
class. They tend to be expensive though, 
usually in the £40-£50 range. See the 
adverts in the monthly music technology 
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magazines lor further details. 
Other sources include commercial sam- 
ple libraries, which sell rcady-to-use 
samples In many different sampler for- 
mats. So far I've only found one selling 
ST based samples, this being Premier 
Music Services (phone 0703 260485). 
They sell a wide range of ST sample disks 
at Just £7 each, but unfortunately not for 
use with 8-blt samplers, only with AVR's 
Pro- Series 1 2- bit and 1 6 -bit samplers. 
These are even more upmarket versions 
of Replay Professional, and at £245 and 
£345 respectively are probably beyond 
the reach of the average user, which is 
why I'm saying no more about them here! 

Public domain software libraries are 
another possible source. Some sell raw 
8-bit Replay samples, but often the sam- 
ples are intended for use with PD 
' sou miocker" programs and are pack- 
aged into combined music /sample "mod 
ules". To extract the raw samples you'll 
probably need the original soundtracker 
program which created the module, e.g. 
the Noise t rac ker program we looked at 
earlier in this series. The Page 6 PD lib- 
rary Includes several soundtracker disks, 
and others containing STOS Maestro 
samples. The latter have to be converted 
before use with Replay, but both the 
Replay-8 and Replay Professional pack- 
ages include a free PD program to handle 
this. In fact it converts either way be- 
tween the various Replay. STOS Maestro, 
and Master Sound formats. 

It's also sometimes possible to extract 
and use samples included In PD demo s 
and games, as they're often stored In 
separate files that can be loaded straight 
into a sample editor. You can also do this 
with some commercial games, but again 
you ll probably he Infringing someone's 
copyright. 

That's all for now. Join me again next 
issue for the concluding article in the 
series, when I'll be looking at that elusive 
Stereo Replay package and be giving 
some hints and tips for producing good 
quality samples. 
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COMPILATIONS 



MY NAME IS BOUGH 
FRANK BOUGH! 



J 




Onre more Uomark arc setting oil 
on the collections trail. It is a 
sure sign I hat Christmas is in 
the atr when collections of past favouring 
are being wafted round at relatively dis- 
count prices. The two compendium^ 
under scrutiny here are very dllierent 
animals and probably between them will 
have some appeal to all the ST using 
populate. 

The JAMES BOND COLLECTION is 

probably the weakest of the pair and 
thus I will run through this trio of offer- 
ings first. The three games included are 
The Spy who loved Me, Live and Let Die 
and Licence to Kill. The first notable 
thing about this compilation Is that it flta 
easily onto I he one 72(>K disk, which is 
unfortunate for those lew single sided 
disk drive owners but said breed appears 
to be becoming endangered and possibly 
cxtinel. 

The games show the up and downs of 
Domark's licencing life. Live and Let Die 
is a very disappointing speed hoat race 
game. There is a sufficiency of colour and 
the joystick control Is good bul there is 
little variety. The objective is lo simply 
aim at an area of the world map and 
chase your vertically scrolling scenery to 
the end of your fuel. The scenery is bland 
and blue and this is the compilation's 
compulsory makeweight . 

The Spy Who Loved me offers a little 
more challenge and variety. Still very 
much a vertical scrolling chase this lime 
there is the option to obtain disks that 
will allow additions to the ear and the 
chance to dodge hazards such as pedes- 
trians, thereby maintaining points. The 
BOUIld and colour here is better and the 



E if md theme is 
^ ^_ somewhat more rec- 

Jfc ogni sable. There is 

m also a wider variety 

1^^" of sub games to play 

irmt follow Ihe film 
plot in a recognis- 
able way and offer a 
great deal of chal- 
lenge. It appears 
this is Domark's 
Bond leader since it 
appears on both this 
I fcmd rollec lion and 
on their Super 
Heroes compilation. 
Licence to Kill offers the most modern 
Interfacing and the best music and sam- 
pled effects. It builds on the linked sub 
game model of Spy and allows the player 
lo attempt to recreate the feats seen in 
the film. Sadly it does not allow any of 
the Bond Girls to be accessed at any time 
but II does allow for all the leaping out of 
helicopters waterskiing on your bare feet 
and general demolJlion for which Flem- 
ing's hero Is Justly famous. This game 
has good effects and smooth controls. 
Fortunately all the actions are performed 
using the same joystick or key combina- 
tions thereby allowing for instinctive 
reactions. 

On the whole this particular collection, 
though good, may not be too popular. 
Spy Is available on a more attractive set 
and if Licence to Kill excites your desires 
it is also available on Heroes, the sum 
i ncr Domark collection. Live and Let Die 
doesn't seem worth the money at alk 

The sports compilation GRANDSTAND 
does offer value for money with four 
games of acceptable and better stan- 
dards. The worst of the quartet is Gaz- 
za's Super Soccer. This is a slow league 
based game that Domark have been so 
embarrassed by the forgot to include Ln- 

uciKins in the book. Fortunately the 
slow gameplay and peculiar actions of 
the teams are easy to work out and the 
controls are similar to better offerings. 
The game does not even allow teams 
away strips when both play In the same 
colours! 

Continental Circus has been with us 
for some time and oilers a no nonsense 
racing game. While in no way a simulator 
it oilers a progressive challenge with an 



arcade feel to it. The backgrounds are 
strong and there is some addictive feeling 
to it. although the game still seems un- 
sophisticated in comparison to latter day 
offerings. 

The two best games air World Class 
Leaderboard and Pro Tennis tour. Or. 

to be more honest, Leadcrboard and Pro 
Tennis Tour because the upgraded de- 
sign your golf course" version was not 
Implemented lor the ST and thus you 
have only the one course to play. Leader- 
board is probably one of the STs better 
golf games. Although somewhal geriatric 
and available al lnnlgcl pric e, il oners all 
the facilities of the state of the art games 
and is well worth playing- Control is by 
mouse and little else needs lo be said 
about this classic. Pro Tennis Is a 
pleasantly challenging game that I en- 
Joyed Good sized sprites and sensibly 
sampled effects allow for a fast challeng- 
ing game. It Is pleasant to watch your 
ranking increase as you lose your way 
through a tennis season! Plenty of prac- 
tice needed here for an absorbing game- 
On the whole the Grandstand collection 
is a good buy so long as you do not own 
either the golf or tennis parts. Gazza's 
Soccer Is more than disappointing hm 
the racing will entertain participants 
after the Christmas turkey lias been guy 
/led. This would be a better present than 
Bond all hough I find the £30 rather 
steep for such antique software. 



GAMEPLAY - Generally acceptable in 
both sets, although the makeuviybts 
of each are eminently missabie 

SOlTV7> SL GRAPHICS Tennis and 
Licence both show good effects in 
sound with reasonable graphics* the 
others tire acceptable with dated 
sound afid vision 

VERDICT Each set! has at least one 
strong component thus suiting them 
from ihe slur of rip off 



GRANDSTAND and 

THE JAMBS BOND COLLECTION 

Publisher DOMARK 

Price: James Bond £24.99/ 

Grandstand £29, 99 
Reviewer. Damon Howarth 
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ADVENTURE 



HERO QUEST 



and 



RETURN OF THE WITCH LORD 



Hero Quest Is an Icon-driven, 
three dimensional graphics 
adventure game of monsters and 
magic based on the popular board game 
ofLhe same name (and not Lo be con- 
fused with Sierra's "Hero's Quest '!). You 
ean have up to tour people playing at 
once who can be either Barbarian, 
Dwarf, Elf. or Wizard. The characters 
vary in their powers, number of body 
points (how many hits before you die} 
and number of mind points (chance of a 
spell affecting you). 

There are fourteen quests that you can 
take up. each with a different scenario. 
Each dungeon contains random trea 
sures, monsters and occasionally magic- 
al equipment such as deadly swords, 
wands and talismans. If you find any 
potions you should use them before you 
leave because you can't take them from 
one quest to another. 

The dungeon floor is marked out in 
squares; on each person's turn the com- 
puter throws movement dice for you and 
then you use t he mouse lo move your 
character, check the map, manipulate 
your belongings, and perform ONE action 
each turn: fight, search for traps/ secret* 
doors, or search for treasure. 

Make sure you search every location tor 
treasure; the more gold you gel the more 
you tran buy at the shop. Hut beware of 
searching when you have only one body 
point because you can fall into traps or 
be attacked by wandering monsters. 




Title: HERO QUEST and RETURN 

OF THE WITCH LORD 
Publisher: Gremlin 
Price: £25.99 & £14.99 

Reviewer: Alex Sweeney 



Search for traps first! 
Also be careful with 
your spells as the 
spell will be wasted if 
your eharacter cant 
see the target. 
There are some n un- 
touches to the game 
such as a spinning 
gold coin for a dice 
roll. The background 
is well made and 
looks as you would 
expect a dungeon to 
be. 

It would be nice if 
the players could in- 
teract with each other more, such as 
trading, fighting etc., because if you don't 
want to work together then the most you 
can do Is try and block doorways, unless 
you're the wizard or elfin which case you 
can cast spells on die other characters 
but they can t harm you back 

Beware of "freshing" (restoring all your 
body and mind points) in between quests 
because although it heals you, you will 
lose all your equipment and money! 
The computer game is roughly the same 
as the board game [excepl far the price!), 
but you can only play the board game If 
you have quite a few people, whereas you 
can play the computer game by yourself 
and control as many characters as you 
want easily, as the computer keeps track 
of everything. Hero Quest also has a map 
function which can come in handy 
while exploring or going back some- 
where, looking lor monsters, and of 
course trying to find the way out! 

Return of the Witch Lord 

is an extension set for Hero Quest 
and works in exactly the same way k 
but has new, nastier monsters, dif- 
ferent scenery and is overall much 
harder. You need to play Hero Quest 
first to collect special items that you 
need to use to defeat the Wiich 
l.ord, then load your saved charac- 
ter into Return of the Witch Lord. 
My main criticism about this ex- 
tension set is that the shop doesn't sell 
any more weapons than before. The 
throwing of spears and hand-axes 
doesn't seem lo work so once you've got 
one of everything, you can't do anything 
with your surplus money. Also if some- 
one finds something that they can t use - 
for instance if the dwarf finds the bracers 




which only the wizard can use - then he 
i an t give them to 1 he wizard and he can't 
sell them to the shop for the wizard lo 
bny. It would also be nice if you could 
buy potions, especially healing potions, 
;ii Hie shop. 



HINTS 



To make a powerful character you can 
ihiHjsc one person to play with and have 
the other three as bodyguards. Use the 
bodyguards to do all the fighting and 
searching for traps while your main char 
acter Just grabs all the treasure! You can 
"fresh" all the bodyguards at the end of 
each level as they won t have anything to 
lose. Cast all left over healing spells Hi 
the end of the level. 

The first thing you should save up for Is 
a crossbow as it Is the only ranged 
weapon and the monsters you are fight- 
ing can't hit you back if you stand in a 
different "tooiii". 

To get gold: enter a quest that has the 
exit in the room where you start, then 
search for treasure and leave. Come in 
again search and leave. Tills can get 
tedious but it allows you to get good 
weapon* and armoui " 

• SIGHT &. SOUND The graphics are 
quite good although there is not much 
animation. Fairly good sound ejjects 
for things such as walking and fight 
ing; nice music track 

• GAMEFLAY - Very like the board game 

easy to play and highly addictive 

9 VERDICT - Goodjun for both solo and 
group play 
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EDUCATION 



MATHS DRAGONS 



Maths Dragons is a new 
educational package 
designed to help 6-13 
year olds practice their arithme- 
tic. This wide target audience is 
made possible by a simple but 
unusual method of tailoring the 
difficulty of the problems pre- 
sented, namely by setting (he 
maximum numeric value an 
answer tan take. The program 
uses a completely different 
approach to that normally found 
in maths programs too - It's 
based on a graphical adventure 
game! This gives additional edu- 
cational benefits, such as using 
i he concepts of direction, mapping, use 
of simple logic, and even basic Keyboard 
skills, J 

The game's scenario places you In the 
caves of the Maths Dragons. You were 
invited there to play with the young rira- 
gons. but they've been rather naughty. 
They've stolen all the pieces of the train 
set you took with you and scattered them 
around the caves. As you search the 
caves to retrieve them you encounter 
adult Maths Dragons, why have this 
nasty habit of setting you arithmetic 
problems whenever you meet! If you 
answer incorrectly they confiscate a piece 
of your train set and hide It again! You 
also meet baby dragons occasionally, and 
this usually spells trouble as they're fond 
of hindering your progress in various 
ways. 

The game has 21 different locations, 
ready mapped in the Instruction booklet 
In case you can't manage it yourself. It 
also lists the train set components you 
have to find. The program has a rum- 
mand vocabulary of about 100 words, 
but you can complete the adventure 
using Just a few of them. There's also a 
Help facility which reveals a magic word 
for use if you get stuck, and you may 
also discover others during your quest. 




Title: MATHS 

DRAGONS 

Publisher: Coombe Valley 
Software 

Price: £1499 

Reviewer: John S Davison 



The playing screen is split in typical 
graphical adventure style, the top dis- 
playing the pictures and the bottom used 
for text messages and command input. 
The graphics are not very good, consist- 
ing mainly of line drawings filled in with 
the STs predefined fill patterns. Many of 
the locations are visually very similar too. 
The graphics are completely static - no 
animation and no updating, not even to 
show the presence of pieces of train set. 
Information of this type Is communicated 
via the text display. In fact the graphics 
add little to the game Itself, but do pro- 
vide additional interest for younger 
players. 

The text display uses the STs 80 col 
umn mode, so the characters are quite 
small. Some children would probably 
have difficulty reading it. particularly if 
using a TV display rather than n monitor, 
Also little allowance seems to have been 
made for the limited reading abilities of 
very young players, so they'd need help 
from a parent or older child to success- 
fully play the game. 

Use of sound is rather sparse there are 
no sound effects, and the program uses 
only a single soundchip channel for 
music. This seems to play fairly random- 
ly during a game, and stops as soon as 
you type something on the keyboard, 
thankfully it s not overdone, so remains 
fairly Inoffensive! 

Ifs possible to play the game through 
fairly quickly, so there's no need for game 
save and load features. There's no facility 
for tracking a player's maths perform- 
ance either, but the fact that a game has 
been completed indicates right answers 
were given at least some of the time! An 
end of game summary would have been 



nice though. All you get is the 
number of points scored and 
number of commands entered, 
but at least this can be used as 
a target to beat next time you 
play. 

"FIRST ADVENTURE"? 



The gameplay Itself Is fairly 
basic as far as adventure games 
go. Seasoned young adventur- 
ers would complete it in a few 
minutes (unless they're totally 
hopeless at mathst), but it's not 
aimed at such people. It does 
make a passable first adventure" 
though, and could trigger an ongoing In- 
terest in the genre. Incidentally, each 
game played is different as the pieces of 
train set get scattered in different loca- 
tions each lime through. You're also at 
the program's mercy in terms of when it 
reveals the pieces to ym\. They're not 
cunningly hidden in obscure places - 
they just seem to appear in a location at 
the program's discretion, and this seems 
linked in some way to the difficulty level 
set at the start of a game. 
I'll bet you're thinking I don t like this 
package. If so. you're quite wrong? True, 
it's not much of an adventure game and 
its present at ton could be much im- 
proved, but the merit of the original idea 
comes shining through The fact that you 
have to solve maths problems to progress 
doesn't seem out of place at all - they're 
just an integral part of the game! Even 
Pete, my ten year old son (who normally 
hates practising arithmetic) was reason- 
ably Impressed and enjoyed playing. 
That's praise indeed from someone who's 
had dozens ol different educational prog 
rams inflicted on him over the years in 
support of Page 6 reviews! So, If you want 
a program with a different approach to 
maths practice, buy Maths Dragons. I'm 
sure your kids will enjoy it. 

n 
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In the October 1969 issue of New 
Atari User I reviewed the excellent 
'Personal Nightmare': at the end of 
thai arttrle I wrote; "Watch out lor 
'Elvira, Mistress of the Dark" later this 
year!". WelL it took a little longer than 
that to get hold of a review copy - but 
finally Elvira has arrived. Was it worth 
the wait? Yes, I think so - although it will 
not appeal to everyone! It Is another bril- 
liant graphics adventure with all input 
via the mouse, but there are numerous 
lights in an arcade style which may pui 
off some people. Some encounters need 
to be resolved with ranged weapons - 
crossbow and spells - which are also 
often useful as a preliminary to hand- 
to-hand combat, but you need to be care- 
ful as you need some of your ranged 
weapons for specific purposes. 
Most encounters are hand-to-hand 
fights where you have to click VERY 
quickly to attack or defend cither to the 
right or the left. The tights start off quite 
slowly, but as the game progresses the 
enemy gels much tougher and faster. 
Apart from ensuring that you have the 
best weapons and armour you will need 
to practise hard and use SAVE /RES- « 
TORE quite often! Fortunately your char- 
acter's skill increases as he wins his 
fights and you should have some pretty 
powerful offensive spells by the time you 
need to take out the real heavies. 

Death comes frequently and very gorily - 
accompanied by very detailed pictures of 
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Title: 


ELVIRA, 




MISTRESS OF THE DARK 


Publisher: 


Accolade 


Price: 


£25.99 


Reviewer: 


John Sweeney 




^*e ^^M&M.MhM,AM,MJ ^..9<!-... 




your remains! This is 
all very good as It 
sets the tone of the 
game very wcIL but it 
does get a little 
tedious having to 
constantly restart the 
game and retrieve 
your last saved posi- 
tion. Generally the 
response times (5 to 
10 seconds to load a 
set of rooms or an 
animation sequence) 
are very good consid- 
ering the quality of 
the graphics - the 

constant switching between the five dis- 
kettes Is rather more frustrating 1 1 played 
it on a hard disk and thought it was 
great!). 

For those who are into pints, Klvlra 
needs your help to rid the eerie castle she 
has just inherited of the ghost of her evil 
Great-Great-Grand ma Emelda and all 
her horrible friends. You need to find six 
gold keys to unlock a chest containing 
certain artefacts capable of destroying 
Emelda. You'll need a few spells along 
the way and Elvira will mix these for you 
providing you can find her spcllbook, get 
rid of the cleaver- wielding cook from the 
kitchen and II rid the necessary' spell 
components. 

There are about filly ingredients {rang- 
ing from maggots to deadly nightshade f] 
with which you can make over two 
dozen spells Such as Marllicore Flip 
(magic armour) and Cat & Dog 
Broth (highly destructive thunderf- 
lashl). I never did lind all the com- 
ponents - it Is a slight weakness of 
the game that you only need to use 
a few of the spells to finish the 
game. 

The castle is enormous covering 
over 300 locations (plus another 
150 in the moatl) although many of 
these are parts of (he mazes which 
you will find in the garden and the 
crypts. The graphics are excellent 
and you must be careful to click all 
over the pictures carefully to see what 
you can discover. Once you find some- 
thing whk'b reacts to the mouse you can 
try picking it up or examining it. Once it 
is in your possession you may get offered 
a couple of other possibilities through the 
verb list down the right side of the 
screen. This is a little limited, mainly 



P^- /Hi 



Death comes frequently 
and very gorily * 



allowing you to manipulate locked doors, 
wield and use weapons, and cast spells, 
fit should be noted however that, despite 
what the manual says. Double -Click and 
EXAMINE are NOT the same and you will 
gel crucial extra information by EXAMIN- 
ING Jiems.) Most other problems arc sol 
ved by placing an item at the appropriate 
place on the sen -en nilhcr Hum bv 
USING it. 

There are some nice animation sequ- 
ent- es - it is amazing how touch of F,hir;» 
moves when she Is talking to you or 
crawling up and down tunnels for you! 

NASTY BUG: if you reach the moat via a 
rope then when you try to climb back up 
the game may crash - apparently this is a 
known bug and the game is not guaran- 
teed to work on either STEs or STFMs 
(which seems to cover most machines!) - 
they are noi planning to fix the bug just 
don't use that rouie Ihere is another 
way down lo the moal! 



SIGHT 6i SOUND Great graphics 
and animation: sounds are mainly 
music and y runts during figl its 

GAMEPLAY - Nice to have a slightly 
different approach to a graphics 
adventure - ergonomics nut brilliant, 
but the game is good fun if you get into 
it 

VERDICT ff you accept the fights and 
the disk stvitching then Elvira is an 
excellent game, well worth the money 
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EDUCATION 








EDUCATIONAL 
GAMES 



Rainbow Educational Software 
have launched two educational 
packages aimed at the under- 5' s 
age group, namely Shapes and Colours, 
and First Letters. They're the first of a 
planned wide- ranging series aimed at 
three different age groups Uainbows 
"available soon" list shows a further 
twelve products to come. Each Is pre- 
sented in high quality colourful packag- 
ing containing one double sided disk and 
a simple instruction sheet. 



SHAPES AND 
COLOURS 

This package is a collection of six prog- 
rams designed to help young children 
learn the concepts of shape, size, colour, 
and sets. It also touches lightly oil letters 
and numbers, a subject taken up again 
by later Rainbow offerings. Each game is 
totally mouse controlled using colourful 
graphical menus and icons, and visual 
prompting. The programs are unified by 
the use of a theme character, an idea 
pioneered in Database Software s superb 
Fun School educational programs, In this 
case it s Bobby the Clown, whose happy 
smiling face lends an air of friendliness 
and familiarity to each new topic pre- 
sented. The individual programs are as 
follows: 

SNAP displays a group of items and 
you have to indicate whether they match 
or not by clicking on a lick or cross. Uvel 
1 uses simple geometric shapes. Level 2 
uses familiar everyday objects, and Level 
3 more complex objects. A correct answer 
earns a cheery "thumbs up from Bobby, 
an Incorrect one eliciting a gunshot 
sound. Five correct answers launches a 
custard pie into the clown's face! 



PAINTING - a simple colouring prog 
ram. Choose from any of twelve colours 
then use the mouse to paint any area of 
the displayed picture with it. There's a 
choice of six different pictures, and you 
can switch between them at will, even tf 
they're only partly completed. 
ODD ONE OUT - click on the odd 
man out" from the displayed group of 
Items to move a red car one step towards 
the race finishing line. Wrong answers 
earn a gunshot sound and the blue ear 
moves forward instead. Make the red car 
win and you receive a musical and ani- 
mated reward. If the blue one wins you 
hear a rude noise! At the highest level the 
program uses LOGICALLY connected 
items - all the items may be different 
shapes and colours, but three ol them 
will have a common characteristic. For 
example, they could be different items of 
clothing, with the odd one out something 
completely different . 

BIG AND SMALL - presents items of 
different sizes, Bobby points al an icon 
indicating whether you should find (he 
largest or smallest of them. Clicking on 
the correct Item causes a coin to drop 
into Hobby's piggy bank, and six coins 
buys him an ice cream. Level 1 uses 
simple shapes In two sizes. Level 2 moves 
on to simple objects in three sizes, Ia-vc[ 
3 uses three different but logically con- 
nected items, e.g, animals, vehicles, etc. 
SETS displays eight different Items, of 
which two sets of lour have common 
characteristics. You have to form the sets 
by moving each item to the appropriate 
area ol the screen. Again there are three 
levels, with Levels 2 and 3 using logically 
connected items. Uvel 3 can get quite 
difficult, as all eight items may at first 
seem to have the same characteristic. For 
example they all could depict different 
foods, but closer inspection reveals they 
may be subdivided Into "fruits" and 



Shapes arid loIouts 
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"other"' foodstuffs, An incorrect solution 
ninis th;il mmshi>< sound again and 
the chance to move the offending item 
to 1 he other set. Correct solutions earn 
sections of an amusingly animated re- 
ward screen, whic h build up into a 
complicated mechanism rather like 
that in the old "Mousetrap" board 
game. Here, its eventual purpose is to 
tip a bucket of water over Bobby f 
SHAPE GAME - more of a light hear* 
ted bonus game than an educational 
urogram. Up to four players can choose 
a token from the six displayed- Then, 
each player has to collect four of his 
chosen tokens by spinning a wheel 
with a pointer on it. If the pointer 
conies to rest on his token, he wins 
another one. The first player with four 
tokens wins the game. There's no skill 
Involved - it's a really a jsjanie of chance. 
This is the weakest of the six programs, 
but it would probably bring light relief at 
the end of a heavy session with the other 
five! 

Overall. Shapes and Colours is a superb 
package, which in style and quality re- 
minds me very much of the legendary 
Kun School series. Its graphics are well 
drawn and very colourful, and it exploits 
the STs sound chip to just the right 
degree. It uses multichannel sound, but 
with restraint so the music and effects 
never become obtrusive. No need for a 

music off' button in this package! The » 
content is well thought out too, with a 
well judged degree of difficulty between 
Hie levels within each program. I also 
liked the way it gently introduces the 
concept of letters and numbers - they're 
occasionally used instead of pictorial 
items In some of the programs. Finally, 
it's extremely easy to use - a very impor- 
tant consideration for programs aimed at 
young children. It s the best educational 
package I've seen for some time - the kids 
will love it! 



FIRST LETTERS 

This program is designed to assist 
youngsters to learn the letters of the 
alphabet. Unlike some educational prog- 
rams recently launched it uses lower 
ease letters, which is what the children 
learn first at school. It uses Hobby the 
Clown as 1hc I heme character again, but 
1 his time Bobby has invited you to look 
around his new house, and to play a 
game in the process. There are twelve 
rooms, each with ten items in it. There 
aren't 120 different items though, as 
some appear in more than one room, ff 
you watch carefully one of the items dis- 




played will move in an appropriate way* 
for example a jigsaw fits itself together, or 
a ball bounces. You have to first Identify 
what the item is then tell Hobhy its initial 
letter, and this may be achieved in three 
different ways. 

Firstly, you can click on the appropriate 
letter in a table on the right of the screen. 
Secondly, you can repeatedly press the 
STs spacebar to sequentially Step 
through the letters of the alphabet to the 
required one. Finally, you can press the 
appropriate letter key on the STs 
keyboard* btit this relies on the use of 
upper case letters on the keytops - not a 
good idea as it could be confusing to a 
young child. 

Select the letter correctly and Bobby 
awards you a tick. Get five licks and 
Bobby asks you if you want to see 
another room of the house. Complete five 
rooms and you earn a bonus reward 
screen - an amusing animated sequence 
involving Hobby. Music plays too. but I'm 
sorry to say it uses single channel sound 
only, which to my ears always sounds 
crude and iiiadc<.|iiaU\ 

A wrong answer earns you a cross and 
that gunshot sound again. The correct 
letter is then displayed ;j1 the bottom of 
the screen and the program forces you to 
select it before proceeding to the next 
hern. 

If you have problems finding and recog- 
nising the item, just press the STs Help 
key. This displays a list of all the Items in 
the room. Its In text form and unlikely to 
be of much help to young children 
though. Pressing it again will then tell 
you the answer, complete wit h its initial 
letter highlighted. The child may then 
use llils to find a similar letter in the 
table and select it using his preferred 
method. When running on my 5TE a 



small bug appeared here. The word list 
didn't get cleared from the screen, so the 
next message displayed got mixed up 
with it and couldn't be read easily. The 
problem soon corrects itself though. 
First Letters Just isn't in the same class 
as Shapes and Colours, it tries hard, but 
isn't nearly as polished as its companion. 
Tills shows up in things like the single 
channel sound and that message area 
bug. It has some nice touches though, 
such as the animated bonus screens. 
Some of the animation of the items in the 
rooms Is nicely handled too. and the 
overall standard of the graphics is quite 
good, There's nothing really wrong with 
the program it 's just that il palls In 
comparison with Shapes and Colours. 
The kids will probably enjoy using It as it 
has enough variety to hold their attention 
for a reasonable timespan. in summary 
I d class it as fairly average, but it could 
be a useful buy if you need a program of 
this type. 



Reviewed by 
John S Davison 



SHAPES AND 
COLOURS 

Rainbow Educational Software 
Price £7.99 

FIRST LETTERS 

Rainbow Educational Software 
Price £7.99 
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Peter Hickman 
saysfarewell 
and we 
welcome a 
new STOS 
columnist 
Dion Guy 
who this issue 
brings you 
two type-in 
listings to 
enjoy 



GOODBYE! 



Hello STOSers everywhere. This is your 
intrepid programmer speaking to you 
direr fly from the Himalayas. I have final- 
ly decided to settle down and get a cave 
of my own away from the hustle and 
bustle of modern life. Actually after the 
Ed's brush with the tax man in the last 
issue [ thought I had better take a long 
holiday, 'cos I'm probably next!!) Only 
joking, but as I am sure you have 
gathered by now this is a short para- 
graph that 1 have put together to say 
goodbye to you alL but don't worry STOS 
cxprrl Dion Guv has kindly offered to 
take over the STOS column and will be 
flexing his word processor at you for 
many moons to come. Before I pop off 
back into fantasy land I would just like to 
say thank you to all those people who 
have made this STOS column work over 
the past two years , thank you to l^es 
Elllngham for the big break (and the rest 
of the Page 6 Publishing team for putting 
Lip with me1) and Anally thanks to all at 
Mandarin |now Europrcss) Software in- 
cluding Francois Lionet, Richard Vanncr 
and Chris Payne. 

My last duty before departing is to con- 
clude the saga of the unpublished game. 
Nick Harper s "OZONE should now be 
available from all good Public Domain 
stockists r so check It out! 

... and HELLO! 

Hi! My name is Dion Guy, welcome to 
my first STOS column! After that stun- 
ning!!] Intro by Peter there seems to be 
very little left for me to sayl But - the 
column must go on! 

I'm afraid there's no STOS news this 
issue, it seems very quiet on lite STOS 
front at the moment, but hopefully things 
will pick up soon. If you have heard any 
news or have written a mind-blowing 
program in STOS that you want review- 
ing, then gel in touch! One small snippet 



is that Fun School 4, the latest addition 
to the highly acclaimed educational 
series, should be released by now. Again 
the ST versions were written with STOS, 
Til have a bit more info for you in the 
next issue. Actually, something I've al- 
ways wondered is whatever happened to 
Fun School 1? The first group of pack 
ages was called Fun School 2t Answers 
on the back of a used five pound note, 
please, 

TWO GREAT 
LISTINGS 

In this issue we have two programs lor 
your delectation. First up, we have a IFF 
picture display er by that all round ta- 
lented person - Terry Mancey, Secondly, 
we have an excellent program by Bruno 
Azzara which allows you to configure the 
way your compiler works (amazing - last 
issue a STOS configurer and this issue a 
compiler configurer!). Due to go in this 
issue also was an accessory written by 
little ol" me which lets you generally ex- 
periment with your ST"s colour palette. 
We'll bring you that one next lime. As 
space is a little tight this issue there will 
be no breakdown of the programs, just 
some brie f ii i st ru < 1 i on s . 



IFF PICTURE 
DISPLAYER 

This handy program allows you to dis- 
play IFF pictures from STOS with ease. 
Type it in. select the file to load and 
you're away! 
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1 B rem **#**+#********###***##**#*#^ 

12 ren ##* IFF uncompressed picture disp layer - Programmed by Terry M#nc«y *** 
1 4 rem *#***^********»**####*#*^ 

16 i 

IB key off : flash off i cur« off i cl irk off : mode 0 : scroll off 

20 : 

21 rem *»**# EXAMPLE 



Select uncompi 



id IFF 



22 show on s F*-f ile select* IFF' 

picture file?") ? hide an s if F*-'*" then de-fault : end 
24 : 

26 erase 15 = reserve as data 15,33000 i bload Ft, 15 : SOUR-stert < 15) i 
DEST -phytic : PALT-true i gosuh 34 5 wait key i default i end 
32 : 

34 rem *#* Display IFF (uncompressed J picture 
36 ran * entry? SOUR=Spiirce address 
38 rem » DEST=Dest i n a t i on address 

Am rem * PALT -palette flag 

42 : 

44 rem ***** SETUP PALETTE 
46 if not (PALT) then goto 62 
48 l 

SC PTR-hunt < start (SOUR) to start (SOUR) +length (SOUR) , "CHAP ■ ) +B 
52 for 1=0 to 15 

54 = R-peek(PTR+( 1*3) *&i /32 : G-peelc (PTR+ i I *3) +1 ) /32 ; B-peek t PTR+ tl *3) +2) /32 
56 : colour I ,R**1TO+G**1B+B**1 
58 next I 
60 l 

62 r« *#**» DISPLAY PICTURE 

64 PTR=hunt t start (BDtJR) to start (SOUR) + length (SOUR J , "BODY" ) +8 
66 for Y=0 to 200-1 
68 s for P=0 to 4-1 

70 i i for X=0 to (20-1 )*a step 8 

72 t s i doke DEST+ < V* 1 60 ) + t P*2 ) +X , deek < PTR ) i PTR-=PTR+2 
74 : : next X 
76 : next P 
7H next Y 
80 return 

■ 



COMPILER 
CONFIGURER 

Don't Just type in this program and run 
it. to get it to work takes a little mure 
effort! Firstly you must load the compiler 
into STOS as a basic tile. NOT as an 
accessory. Then type in the lines of Prog- 
ram 2 (carefully!)- This will merge Lhe 
compiler and the configure program 
together. Now save the modified compiler 
i mi i) ;i di^k for future use. Finally, run 
the modified compiler and go into the 
options section. On page 2 you will see 
the word 'Extensions 1 . Click on this and a 
sub -menu will appear. This allows you to 
choose which extensions and library files 
to compile. Important - while rompiltrig, 
make sure the disk Is write enabled to 
allow the configurer to work. 



SO ENDS 
THE FIRST 



Listing I - IFF PICTURE DISPLAYER 

NEXT ISSUE ... 



That's all for this column folks! If you 
want to contact me. 1 can be found at t he- 
address below, Don't forget to Include an 
S.A.K if you wan I u n-ply! 

On a final note, if anyone oul there has 
any STOS programs that they want to 
share with the world then send them in! 
Your listing could soon be featured In 
this very column (gasp)! 

DION GUY 
STOS COLUMN 
1 1 SHORE CRESCENT 
BISHOPS WALTHAM 
HANTS 

S03 1DZ i 



A COLOUR 
DEFINER 

ACCESSORY 

with which you can experiment with 
the various colours available from 
your ST Join us for the next instal- 
ment of THE STOS COLUMN 



Listing 2 



overlectf^ 
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Listing 2 
C 
o 
m 

P 
i 

1 

e 
r 

C 
o 
n 

s 

i 

9 
u 

r 

e 

r 



t aut o 
t print 



: r ■ turn 

back off 
s centra 



t hide 



11950 i gota 116218 «!*• 



1 170® 
1 I 7 113 
11 728 
11730 
11740 
1 1750 
1 1760 
U770 
1 1790 
1 171% 



□n 



i inverse on 



N^li n 1 TwImS ? t t^MP ¥ m > , I T ( hP , MX),T* ( MP,MX),BT <I 1P 1 MX),BT<MP,IW) t C7(MP,M)[>,ZT( 
64) , EXT* (26> ,EXT<26> ,LIB*<6) ,LIBf6> 

3327 if CHOICE- 1B4 than goaub 11600 ! goaub 10300 i gosub 1 
11600 ram »»* Extension smitthsr *## 
11610 clw > raaat zone 

11620 LB-0 i ZNE-0 t TT-0 t previous i dir*-"ccompi 1 ar " 
11638 locate 9,0 t cmtrtt ">» Extension switcher <« 
by Bruno Ainri." 
11640 gofiub 12E990 i gosub 11770 
11650 ram * Main Loop * 

11660 repeat i ZNE-*one<0) i until 2 NOB and mouse key>0 
11670 i+ ZNE~100 than return al a« if ZNE'101 than goaub 
if ZNE-102 than pop s goto 3300 
11690 if IN£>39 than ZZNE-ZNE-39 i goto 11720 
11670 A-int { ZN£/3. 1 > +1 i B-ZNE mad 3 i if B-0 than B-3 

if EXT<ZNE>-1 than EXTUNEJ-0 elae EXT(ZNE)-1 i invar 
goaub 1 2 BAB i goto 11750 

A-int (ZZNE/2, 1 )+l i B-ZZNE mod 2 s if B-0 than B-2 
if LIB(ZZNE>=1 than l_IB(ZZNE)-0 alaa L19(ZZNE>-1 
gnsub 1 2070 

inverts off t while mouaa key wand 
goto 116*0 

ram ** Draw an tension screen ** 

fear A**l to TT I for B*-l to 3 i inc ZNE 
box x graphic ( (B-l ) *12+24) -S.ygraphic (2+A#2>-3 to 
xgr.phic( (B-l)+i2+32)+5,Ygraphict3+A*2)+i f _ ta _. _ . 

11800 aat ion- ZNE,xgraphi c ( (B-l ) #12+24) -5, ygraphic t2+A#2> -3 to 
x^r aphid (B-l ) #12+32) +5, ygraphic (3+A#2>+l 
11910 if EXTCZME)-1 than inverse on 
11620 goaub 12060 i if ZNE— TT than goto 
11830 next B i next A 
11840 ram ** Draw library screen ** 
11930 ZNE-39 * for A»l to LB « B-Uo 2 

U8A0 box x graphic ( (B— 1 ) #12+ (B— 1 ) #49+4 ) -5 , ygr aphi c ( 4+A#2> -3 to 
KgraphicMB-l)*12+(B-l)»4?+l2)+5,ygr»phic(5+A*2>+i — . 

ll970 set zone ZME,iiflr-phi C <(B-l>*12+(B-iJ#W*)-5,vgraphi C <4+A*2)-3 to 
ngraphic ( <B-1 ) »12+<B-1 > #49+12) +3, ygraphic <5+A*2)+l 
L 1080 if LIB(ZNE-39)-l than inverse on 

gosub 12070 1 if ZNE-39-LB than goto 11910 
ntxt B t newt A 

loc.ta 4,1 1 print "Main Menu" t locata 67,1 1 print 

hoU'Sts'to 107,17 t box 531 f S to 373,17 1 box 27,21 
aat ?ona 100,27,5 to 109,17 5 
102,27*21 to 109,33 

11940 screen copy logic to back 1 auto o*ck 
11930 ram #* Rename compiler axtenaiort »• 

Wlvt lr(EXT(AT-0 T *nd -icJ*(EXT*(A>,I«f S W#^il-^ 

{EXT* (A>, +"uC"+right» (EXT* (A J , 1 > 



inc ZNE 



1 1 S90 
1 19H0 
11910 
print 
1 1920 
11930 



"Save" 



locate 4,3 « 



to 109,33 
»at zona 10U531,3 to 573,17 1 aat 

on t show an * return 



then 



to ieft*(EXT*(A> f inatr(EXT*<A) T ".",in + -EC'+right*(EXT*(A),n 
11990 newt A 

12000 rem ** Rename library file* ## 
12010 for A-i to LB 

12020 if (L!B<A>-fl and mi d* < L 1 9* ( A) , 1 en ( LIB* EA> ) -2 , 1 ) * L 
to left* (LIB* < A) , inatr (LIB* (A) ,".",!> > +" XXB" 
12030 if (LIB(A)-L and mid* ILIB*< A* ,len (LIB* (AJ >^2 t 1 ) - X > 
to left*(LIB*(AJ , inatr (LIB*iA> , " , M , 1 ) ) +"LI» W 
12040 next A j return 

12050 r« ## Display exteneion or library na^e ## 

12060 locate £B-1 ) *12+24 1 2+A#2 1 print left* (EXT* UNE) ,len (EXT* (ZNE) > *i 1 
inverse off = return 

12070 locate <B- 1 ) #12+ < B- 1 ) #49+4 , 4+A*2 l print 

left* (LIB* (ZNE^391 , 1 -n (LIB* < ZNE-39? )-4) 1 inverse off 1 return 
12080 rem **• Compiler Extensione ### 

12090 N*=dir first* f %eempi 1 erc#. 7c?" ,-l> 1 If W* 
121O0 repeat : inc TT i EXT* (TT) -l«f t* (N* t 12) H 
12110 if mi d* (EXT* (TT>, inatr (EXT* (TT) , " - " , 1 I +1 • 1 > 

EXT (TT) =0 

N*-dir next* : until N*- n " 
rem *** library f i !•« *#* 

N*-dir first* ("cCompil«rc«.7?B",'l) 1 if N*— " than stop 
LBMJ * repeat 1 inc LB 1 LIB* (LB) ^lef t* IN*, 12> 
if aid* (LIB*^LB) 1 instr (LIB* (LB) , N . " , 1 ^ +1 , 1 J 1 
LIB(LB>=0 

12170 N*-dir nent* : until N*-"" a return 
62235 data 40,21,0/' EXTENSIONS l t O,104 



> then rename LIB* 



then rem 



LI1 



EXT*(A> 
EXT* (A) 



(A) 
(A) 



" H then atop 

"E" then EXT(TT)-1 else 



121 20 
12130 
12140 
12150 
12160 



N L M then LIB 1LB> -1 else 
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CITIZEN 



DOT MATRIX 
& NOTEBOOK 




ALWAYS A GOOD IDEA 

FREE DELIVERY 

NekI fcf . AryMhftif r Iti? UK ir^rlj-fl 

FAFF STARTER KIT 

Wndh W.iB Wilh nvory Oli^i [i-jt)p frcvr BJ<a 



Silica presents some greal 
offers on the award winning 
range of high quality matrix 
printers from Citizen. Each 
Citizen printer is built in the 
UK to exacting standards, 
ensuring superb reliability 
and output. Our confidence 
in Citizen's quality is such 
that we are pleased to in- 
clude a 2 year guarantee 
with every printer. Plus, if 
you buy a Citizen printer 
from us, we will give you 
the Silica Systems Printer 
Starter Kit (worth E29.3B), 
FREE QF CHARGE! J 



Z YEAR WARRANTY 

Siih oftir 3 ? yiar aa-ranly (^eluding llw 
pnrTief hflsa;. with 0w> Dttnn pmsr iium Mca. 

WINDOWS 3.0 

Fnee Wf»dk 3D dimr 
ticUdRd vwH- Itr Situ Surlsr Kit 

FffFf COLOUR KIT 

rt'llfl Evary 5wrT 9 d'd Swill 2dt prrlei 

fflff HELPLINE 

TKir«a saloon moii? oew dumg, f*M mw5 

jmiDf nr rw£ i/#r 





9 piu PRINTER 



144 cps 



80 COLUMN 




ft GMZSr) 1200+ - a ptn - 80 column 

• J44cps Draft. 30cps NLO 

ft 4K Printer Butter + 5 Jonfs 
ft Pargtiai ^rerf#ce as simians 

• Graphics ftosD^uffoo: 240x240dpi 

• Epsov? and JtfM £m(rJ*.f«n 
ft Pull iratfat 4 bottom f&<$ 

■ FREE Silica Printer Starter Kit 

■ HP (MN 

snunn in in 
jhiu hwl' mi 




£129 



+VAT=£151.5» ngl: PRI 2120 



PRINTERS 



24 pin PRINTERS 




192 CPS 80 COLUMN 



* dlUBfl 5mt 9 J p.ul 3D L-ukinwi 

■ 9K Ptifit&r Buffer + 3 Hunt 
4) /WW .tnrflrTacfl 

* Epson jntJ /AM fiffudartoin 

• fiflff Corfcyr Kfr 

• rare SWrc* Phrafsv Startpr K'r* 



.u.m< ii" ru 
mum en . W 
irau w aai 

i^y*; r vi 



£179 



iua fflift _wj \_-*tmtift<& ni Hurar. 




192 CPS 136 COLUMN 



• HttU'i Sitvrj if* 3 ^:u- r.:* corumn 

• t9?cps Draft. 43cps NLO 

» BK PriMer Butter * 3 Fonts 

• ParaHef interlace 

• Graphic.-; frcsoli/hYir? t40x24W/A 
■ fpMfi and JBAf F^riLrtar«jfi 

• fBFf /Mra P.rijrJ(hr Sfj^j/ K,f 
HHP tI2i 
JTWTEH RT. tM 

JITHt MP' r j-jJ 
S*1WS FI05 
JMftt Mitt- IMI 



£249 




NOTEBOOK PRINTER 24 pin PRINTER 



WORLD 5 SMAlLFST * LIGHTEST 
A4 NUILHtJiJK PRINTER 



64 cps 



80 column 



• Otirm PM4$ WotetXKiK turner 

• tiiui in-ipjLf Printing On PTawi Piper 

• LASfff QUItirf - 6*?ilS 

• AK Printer Sutter t ? forrtx 

• near whs Bottom Paper Loadrno 
9 Piiiiic] fntcrtxn 

• Gfaptucs nesoiution. 3SOx36iMp/ 

• fp«OT. *BM, MFC P6 * C<1t jvn t mutations 

• flowf. Mdifjs. flariwy or Cj» r fid apt w 



HHP: 

mHUn WT 

S*W£ f* 





• Citizen Swift 24b - 24 pin - 60 column 

• 2ffrps £?J-Jtt r 72cpS LO 

• Pr-iartfr Burtet -t & fonts 

• ParaltBl interface 

9 Graphics Resnluttort: 360x360dpi 

• Epson, t8M S HEC Emutetiotr 

• f«fF Colour Kit 

HHP: nis 

1 'IOLDUR Ul ., M 

I iTHPTtfl IFT I3B 
tUTAC IMF: It2l 
I ^Tfl'.lj MM 




• VAT-l^I4 SA rat 




CPS 

GrttBBfl 234 - 24 pa SO cotumn 
i92cpR Draft. 64cps LQ 
BK Prinler Buffer ■+■ 2 Fonts 
Purailet Interface 

Gravities ftexoiutiort: 360x360dpi 
Epson and tBM Emulation 
Colour Option Available 
FREE Silica Printer Starter Kit 



RRP: flM 

STARTER KIT £2S 

TOTAL MP: CZW 
SWI NG: £95 
SlLlC* PttiCE: (199 



£199 



+W=ta33 l Ja rflf: PHI 



24 pin PRINTER 



ACCESSORIES STARTER KIT 



jQifllJI Jl.-' -.H r t 



192 CPS 136 COLUMN 

• Cfliret? Smft iAK ■ '/4 ptn ■ t3$ column 

• }02cps Draft. 64eos LP 

• SK Prutinr (iottirr + 4 fonts 

• Parallel Martha 

• GrjphiT.i: PrsnfurAnn je«Jw:wi(K?^. 

■ fpSOfl, IBM dr>rf fVFC P6 € nruu/iLvi 

• JL'j JjiraVrcJC™ priu.ling - ^MEt t'Oi'Oti' r K>t 

■ ffltf 5iifed PrirJJW Siarier Kit 



HRF: [UN 
ETUITEH KIT US 

...i.'. MG (1H 



£349 



<«T-£'IDU <El =fl.S?i 



GOLD 
AWARD 



144 cps 

80 COLUMN 




• C;fjize/r r240 - 24 pin ■ $0 c& 

• 144cps Draft, 48cps LQ 

• $K Printer Buffer + 2 Fonts 

• Parallel Interface 

• Graphics Res: 360x360dpi 

• Epson antf 58M Emulation 

• FREE Silica Printer Starter Kit 

RfflP: E24i 

STARTER KIT KB 

SAl/ING. £105 
HUM PfffCf; flM 




SHEET FEEDERS 
pm ism ma ni.* 

PfU 1?IS iMDlkM M^J.-Ji, ttJT* 
HHJ. IZZfl GIDH2I MfflIM t«,M 

Serial interfaces 

PHA 11B9 1MD I fH ii 

(!•■• IMB.'a* S«ffl I E3ZJB 

PfA 1 W twM 147 M* MM 
32K MEMORY EXPN 
ITH IwA UrtK [13 in 

PRINTER STAND 
Ffi* 1242 TtlDiKi twIiUlil-H C14JH 
Ff» 1274 iMfl hn4> til U 

Original fiibbohs 
h J »?a innrivti i n* rui 

His 7i?4 ti(0rm (rl«^4tl(at M.B 
;- !■ iw- %:ti.n, loot- ci&W 
■4 :• 3i« PW1 bn* UHkl 

COLOUR KITS 

!>HA 17* tw* »U4.'?i» M.» 
PI* i:C Svlf [SLH 

PR* 'I4fc PN4I MfcTf D1.71 
PHA iiSS PN4I CaMt L* tTBC 
-'Hi '!fi? PH41 [* AJl(l» (TBC 
*l pi mi InchHlB UAl BPri r n« dpiivtfy 



16 flif joii ufi and wmo »di vtw new 

[innlet f'om £iiu 

4 Jtt ' Bhi - Am>tt A ST Onnnt 

■ i>n ■ DWnn .V HWrtifDfff J 
• 7 JW*.'.T Pjl'jiiMi Pt.'flAir CjpU 

f ?6t> Slum tt Csntl/reaus freer 

■ fflff fdflfTAMMl .4* Atss UMi'r 

II you already Awn i [Frtei, >id wotid 

Mb H) bur a mt. )«i mo «*f w if 

KIT SS0DI lui [ 34 95 £5 nil RRP 

r 




SILICA SYSTEMS OFFER YOU 



• FREE Overnight delivery: On ail Hardware orders shipped in trie UK mainland 

• TECHNICAL SUPPORT HELPLINE, "earn of technical SKperls at your service. 

*> PRICE MATCH: We normally match competitors on a "Same produci ■ Same (Mice" basis 
« ESTABLISHED 12 YEARS: Proven track record in pmta-sstoital ccmputBr sales. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounls wailjble ior large orders 

• SwawTOOWSr Demonstration and irainma laolilics. at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All at your requirements rmn 

• FF?ff CArALOCfUES; Will be mailed to ybu will Oilers and software>periplHral delails. 

• PAYMENT: By cash ctwque and al> major credit cards 

Beiorfl you decide *nen id buy your new pointer, as a^^gest you Ihink very carelully ahuut WHERF 
you buy It. Consider *t«t ii will be like a Pew months after you have made your purchase:, when you 
may require additional peripherals or software, or help and advice And, will the company you buy from 
ctwiuei yog wiih details of new products'' Ai Silica Systemfi, we ensure thai ymi will ivave nothing io 
worry aboul We have been established for over 1? years and, wiih our unrivalled *xp*ri«nce and mc- 
periisv wo can i>pw dwm lo mee? our customers requiremends «Hh an understanding which isaacood 
lo none But don't puat take our word (or it. CornpteiB and return the coupon now (or our latesl Free 
hi^-ai.i-n ;ind tflyin rp evp?nence the 'Silica Systems Service - ' 



MAIL ORDER: 

QiiSAi I iiihh <3p*n Mi: 

LONDUN SHOP; 
LONDON SHOP: 



CJpcr rg p43i|r: 

SIDCUP SHOP: 

C"i|:nr r-j I-Hiuim 



V\*. Mews. Haifierley Rd, Sidcup, Kent. DfkU iuX TW; M1309 nil 

■SbI 9 OOnn-e OOpiwi Ho late Ntot*. Opwwng F« Wo: dN1-30B 0BO> 

&2 luttH i hH-ri Court Rd3<J. London. W1P OBA Tel: 071MO 44)00 

ft l>0 p<» f* P LaliJ N'D" Oponing Fm Wo C71- 363*737 

SeMndges iw rt»n, OxlPrd Slrest. London, W1A 1Afi Tel: 071-629 1234 



Mori 501 3 3Cjir. 0 DOc*^ 



LatB Nlnftt: TttLmtiay tmt Bom 



Ejwpoekifi: aair 



1-4 The Mews. Haitiertey Hd. Sidcup. Kent, DA14 40X W: 081-302 SATi 

MCrt-SW UdOwir-ilKlfMn I.DlP Nighl Fn^ unlll 7pm fax No: DflVBOB D0I7 



Silica Systems. Dept PSFX- 1291-55. 1-4 The Mews. Hatheirley Rd. Sidcup, Kent, DA14 4DX 



1 1 PLEASE SEND A CITIZEN COLOUR CATALOGUE 1 1 



IWf/Mrs/Ms.: initials Surname: ..... ■ 

L 



,^dd r BS&: 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



Tel <Hom<fJ 



Postcode: 
Tet (WorKJ: 



I 

^Which computerfsj, if any, do you own? .„, 

EtOE . JUiiiIiih! ^muid iikAKHM ftttp OMf0* ■ Atia nlirn !>■ ecuibh I it IIh immt\ irkjrnrihTi 





Hundreds of disks for both the Atari XL/XE and 
the Atari ST but with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don 't throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CUP 
ART COLLECTIONS - hundreds of quality im- 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 



WHO HAS THE BEST SELECTION OF ATARI BOOKS? 



We import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 



i 




I 



Lromc 



Tm u i ik 



SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT? 

Keep that equipment free from dust and spills. We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST1 6 1 DR 

Telephone 0785 21 3928 Ask for our FREE catalogues 



